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38 Jungle Pokéboogie! 


Al 


Enter the Pokémon Jungle. 
by Michael G. Ryan 


Pokésecrets 


Get inside the heads of the people 
who make the game. by J Kovach 


Jungle Theme Decks 


“Water Blast” and ‘ ‘Power Reserve” 
can jumpstart your Jungle adventure. 
by Shawn Carnes and Glenn Elhott 


Jungle Card 
Encyclopedia 


“See all 47 new Pokémon plus 
the Poké Ball here first! 


_ Pokémon Checklist. 
if you want to “Catch "Em All,” check off 


Pokémon Player’s Guide 
Don’t remember how many hit points 
a Vulpix has? Check this oes to the 
original 102 cards. 


Top 10 Jungle Pokémon 


Who’s number one in the Jungle 
by Shawn Carnes 


Pikachu, I See You! 


Exclusive 9-page preview of me original . . 
Pokémon comic book. . 


34 


The Professor 
answers your questions 
about Jungle. ~ 
with help from Robert 

Gutschera a 


| DEPARTMENTS 
4 Force of Will 
8 Box 707 
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81 , Reports on ° 

Trading Card Games Video Games 13 Pokénewe 

| You can learn a lot from a TCG. from the Future! : 
by Cory Herndon 


109 Duelist 


2 
We saw the games you'll rice Index 


84 The Emperor’s Prize 


Crown yourself king of the aliens. play in the year 2000 

by Wojciech Jankowski at 90) 

86 Ringside Ce 128 Magic Tricks 
8 s 

If your Lion is cryin’ then try battling a a _ «| a 


Ratlings! dy Wolfgang Baur 


88 Starter Engines 
On your mark, get set, go play Magic: 
The Gathering! 4y David Noonan 


92 It Will Be Glorious! 


An interview with Star Trek CCG designer 


Bill Martinson. dy Christopher Guilmet 102 A Near-Perfect 10 


94 YouWill Be a (Young) Jedi = The coolest games of E3. 
Young Jedi—as much fun as a podrace and by Rick Moscatello | 
only half as dangerous. by Cory Herndon 


CONTESTS. 


TT Gotta Catch 
EMAL 
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okemon ° 
invasion 


OKEMON HAVE INVADED MY HOME. 


We have Pokémon cards all over the house, of course, and my 
three kids (Elyse, Ian, and Bryan) watch the Pokémon cartoon show 
every day. 

But it goes far beyond that. We have Pokémon toys and dolls, 
Pokémon clothing, and Pokémon videos, books, posters, and 
magazines (Duelist, naturally). 

Elyse, Ian, and Bryan even p/ay Pokémon while running through our 
house. Elyse is Misty, Ian is Brock, and Bryan is Ash Ketchum. Cries of 
“Bulbasaur, go!” and “Pika Pika!” resound through the house and yard. 
Sometimes they’re the trainers, and sometimes they pretend to be the 
Pokémon. I often wonder whether we're raising Pokémon or children. 

The funny thing is that our family came to this Poké-phenomenon 
through the back door. The first time I heard about Pokémon was when 
Wizards of the Coast got the license to produce the trading card game 
last year. Later we found the television show, toys, posters, and so on. In 
fact, last week we got our first copy of the Game Boy game that started 
the whole craze. My daughter loves it, naturally. 

You might think I would be sick and tired of Pokémon by now, but I 
love it—almost as much as the kids do. The trading card game and the 
Game Boy game are fun to play. Okay, they’re actually pretty addictive. 
They’re something I can do with my kids that isn’t just sitting in front 
of the TV. 

Elyse is in kindergarten and started reading, adding, and subtracting 
at about the same time we started playing the Pokémon TCG with her. 
I am sure that playing the game inspired her to work on her reading, 
addition, and subtraction skills. I have noticed improvement in these 
skills as we've played. 

I have not yet determined whether Elyse will get any benefit from 
playing the Pokémon Game Boy game. (I can see benefits for my wife 
and me when we take long trips this summer, however.) But that game 
has given me a new respect for player’s guides. This is a very complex 
game! I don’t think the average six-year-old (or the average 35-year-old) 
could play the game to the end without a printed guide. The Pokémon 
TCG is nearly as complex as the Game Boy game, so I am very happy to 
work on a new line of Pokémon player's guides. They'll debut this fall 
with an issue covering the Fossi/ card set. These guides will 

» Show you pictures of all the cards in the set. 

» Discuss the best cards in each Energy type. 

» Give you deckbuilding ideas and a list of the best cards in the set. 

» Challenge you with Pokémon puzzles to play between games. 

In fact, these guides will be very similar to this issue of Duelist 
magazine. Think of this Jungle issue as a trial run for the player’s guides 
coming this fall. 


WILL MCDERMOTT 
Editor in Chief 
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Ear from the maelstrom of Rath, 
the Weatherlight comes to rest 
e mysterious city of Mercadia. 
Here the crew grieve for fallen 
comrades and attempt to repair 
the ravaged vessel. But they must 
do so quickly. For in Mercadia, 
everything has a price. 


near th 


And they may soon pay with their lives. 
The Mercadian Masques novel ties 
tly to the Magic: The Gathering?— 
Mercadian Masques™ expansion. 
Get the story behind the cards 
and experience the adventure 
only hinted at in flavor text. 
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COMPLIMENTS OF THE STAR OCEAN GAME DEVELOPERS. 


YOU’RE GOING TO BE AWHILE. 


oo bad theres no ‘indefinite date’ box to check 

on those post office forms. Since you have no 

idea when you'll be returning. Everything you do in this 

game will Laan impact on the way the journey ends. 
If it ever does. 

You start on a quest that begins at the edge of the 
universe. And ends —well, that's entirely up to you. Every 
single person you 
meet, every step 
and every decision 
you make will ulti- 
mately shape your 
destiny. And the 
fate of a planet. 

In short, the 
maniacat gods 
are poised to kill 
every single living 
creature with a 
great meteorite 
that is quickly and 
fiuiodek: hurtling 
straight for your 
planet: Feragious 


monsters threaten 


at every turn. Evil magic lurks in the shadows. And to raise ° 


the stakes, questions of identity hang in the balance. 

So you must battle against the evil and hideous 
monsters in real-time, polygonal combat. You can 
customize complicated combination moves and set 
up decoys to take the fall. But no matter what, there's 
still no end in sight. 

Because who you choose to talk to and share 
information with will greatly affect you. Characters can 
thick Gaditeelfer fhemselven, Some wil join you on 


your quest, others will betray you. And to add to the 


challenge, you have the option of playing two different. 


characters, both unique in personality and both having 


© 1999 tri-Ace Inc./LINKS/ Minato Koio/ENIX. All Rights Reserved. STAR OCEAN The Second Story is a trademark and ENIX is a registered trademark of Enix Corporation. 
PlayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. 


an impact on the course of the game. 
Even your emotions determine the fate of your 


journey. You may choose to be romantically linked with 


another character, or you may choose to remain friends. 


But no matter what, it will affect your path. And more 
seriously, if a friend dies in battle, you'll feel incredible 


rage that will cause you to fight with even more,furious 


SECOND STORY 


combat moves. 
And there is 
no easy way out. 


Tools and skills do 


not just appear 


Ch Ato Drds 
me99SS e995 {ll 5 


A meme seme Text 


along the way. You 
must create many 
items from raw 
materials. And to 
do that you will 
then find yourself 
mastering difficult 
skills like alchemy, 
metalwork, song- 
writing, and even 
cooking. 

You will find 


yourself braving 


the countless routes while traveling through this game. 


And there are over 80 endings. The deeper you delve, 
the more you'll discover that nothing — no detail, no clue, 
no conversation, no skill —can be taken for granted. And 
that anything is possible. Including the fact that you might 


not ever make it back. 


DISCOVER WHAT’S OUT THERE. 


og 


ENIX. 


PlayStation 


WWW.PLAYSTATION.COM 


® 


which one is which? 


back them, so here you go! 


Hi from Yugoslavia 
PEDITOR’S NOTE: The following letter 
I, arrived in the Wizards of the Coast corpo- 


rate email box during the recent Kosovo 
Lombing campaign.] 


‘write you this letter because I must say 
that your Magic: The Gathering cards 
are a great product. Here in Yugoslavia 

when bombs are falling [it] means a lot to 


CATCH 'EM 
Alt 
CONTEST 


We’ve hidden | | Pokémon 


in this issue of Duelist—turn 


to PAGE 77 tor all the 


details on how you can 


catch ’em all and win a box 


of Pokémon Jungle! 
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Separated § 
at Birth? 


in your hot little hands, while another is actually a 
py of one of our friendly neighborhood competi- 
. Darned if we can tell em apart! Can you tell 


Anyway, a few more internationally flavored letters 
arrived right before the move.We didn’t have time to 


» 


Magic decks 
Oulmuse Mastey. 


pvEnoues! 


us (myself and my friends) to concentrate 
on some nicer things in life. We play it 
now very often, and we have a decent 
collection of the cards. I have personally 
collected Magic: The Gathering for 
three years, though it is a bit expensive 
for us so I can’t buy it too much. 

I like your Urza’s Legacy card set. I also 
have ali your preconstructed decks from 
that set and [I don’t think] they are of the 
same strength. Highest number of vic-, 
tories (and margin is great) has 
“Crusher,” while “Radiant’s 
Revenge” [does] poorly...but 
then again maybe these are only 
my thoughts. 

I know that you won't proba-. 

bly even read this letter and 

that you receive many letters 
like this but once again I really 
love to play Magic. I hope that 

I will do that for a long time. 

Sincerely, 
Nikola Kovacevic 
Yugoslavia 


letters we dont receive from volatile areas 
like Yugoslavia. We're glad that you've 


found Magic, Nikola, and we hope youll be 


playing for a long, long time. 


ACTUALLY, YOU'D BE surprised how many . 


| 


Pokémoney 
| hag the Pokémon 
cards you make. I 

would like to know the 
prices of the theme decks 
and the boxes of booster 
packs. Can you please 
start making all the 
Pokémon? Please answer 
all my questions. 

Your Customer, 

Rory Gordon 

Hackettstown, New Jersey 


YOU'RE IN GOOD COMPANY, Rory! Folks 


Just can't seem to get enough of those Poké- 


mon. You can see what your collection 1s 
worth by checking out the Duelist Price 
Index at the back of this magazine. Remem- 
ber, though, that the guide lists the average 
price after polling stores all over the country. 
We want to give you a general idea of a 
card’s value—but we can’t guarantee that 
your local hobby shop will pay the same 
amount that we list. And fear not, Rory ol’ 
pal, you'll be seeing all of the Pokémon as fast 
as we can crank em out of those Pokéballs! 


Thank You and Good Night 


Dear Editors and Staff of the Duelist, 
G oodbye. You have made a fine mag- 

azine since issue #1, and I will miss 
you after you are gone. 

Yes, I know that the Duelist is merely 
moving to the Internet. But my only 
online access is through the public 
library. I had planned to wire a modem 
into my computer this year, but those 
plans were delayed by many months 
when my motherboard burned out. 
Notice that this letter was typed and not 
printed. /Yup, it’s sure typed —Ed.] 

The transformation of the Duelist 
leaves me feeling like a forgotten minor- 
ity. 1am a social player of Magic: The 
Gathering, not a tournament player. My 
greatest fun from the game is investigat- 
ing new cards and teaching new players. 
Thus, I am interested in strategy articles, 
but I do not need hot-off-the-press news 
of the metagame. 

Lalso enjoyed Duelist’s news about 
Wizards of the Coast. For example, I 


NEw EXPANSION 
PACK FEATURES... 


* More THAN 20 New 
HEROES | 


+ Six NEW CHALLENGING 
(OANIVAGING 


THOUGHT THERE ¥} 
O MORE HERG 


* New MysticAL WORLD - 
THE ELEMENTAL CONFLUX 


* More HERO CLASSES 
* More MONSTERS 
* More DRAGONS 


+ Nrw ADVANCED 
CAMPAIGN EDITOR 


+ NeW RANDOM Map 
GENERATOR 


+ LINLIMITED GAMEPLAY 
+ EXTENSIVE CUSTOMIZATION 


+ AND LAN, MODEM OR 
INTERNET PLAY* 


ae es 


PANSION PACK OF EPI 


a NEW WORLD COMPUTING 
© 1999 The 3D0 Company. All Rights Reserved. 3DO, Heroes of Might and Magic, Armageddon's Blade, New World 
Computing, and their respective logos, are trademarks and/or service marks of The 3D0 Company in the U.S. and other 
countries. Allother trademarks belong to their respective owners. New World Computing is a division of The 3D0 Company. 
*Player is solely responsible for all applicable Internet-related fees and charges. CD-ROM 


www.mightandmagic.com 


would learn when to haunt my local 
hobby shop to grab the latest expan- 
sion for Roborally. The glimpses of 
Wizards’ effort to make games as 
popular as the movies were exciting. 
Maybe you could reconfigure parts 

of the Duelist as a game review mag- 
azine specializing in Wizards of the 
Coast products. Add strategy articles 
for beginners, too. You could call it 
the Game Keeper. Vd buy it. 

Yours Truly, 

Erin Schram 

Savage, Maryland 


WERE GOING TO hold 
you.to that, Erin! I'm 
happy to tell you that in a 
few short months, youll see 
the first issue of our new 
Wizards Player’s Guides. 
The guides will focus on one 
Magic or Pokémon release every 
issue and will include complete card 
spotlers, lifestyle pieces, and more strat- 
egy than you can shake an Atog at. Look 
‘for the guides to appear about nine 
times a year (give or take) at your local 
hobby shop. 

And that’s about it, folks—time to 
move again! We're vacating the Hol- 
lowed-Out Volcano for our new offices 
inside the massive Wizards of the Coast 
Secret Moonbase. For all the “hot-off- 
the-press” news and reviews from the 
world of [CGs, be sure to check in with 
duelistmagazine.com, where you can 
tell us what you think immediately 
using our discussion boards. “Box 707” 
will return in the Wizards Player's 
Guides, so we'll see you there! 


THE BIG’N’ BEEFY — 


BOGARDAN 
MANA HUNT 


Duelist #38 
_ CONGRATULATIONS 


Force Base, Idaho. He’s w 
the off-color 
We'll announce the wi 

at <duelistmagazine.corr 
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ALL THE STRATEGY, 
HALF THE PAPER CUTS! 


As you probably know by now, 
Duelist is moving online! Look to 


duelistmagazine.com for columns 
and strategy on the hottest trading card 
games in the industry including Magic, 
Pokémon, Legend of the Five Rings, 
and Doomtown.WVe'll also feature 
news, reviews, and previews for the best 
console and PC games. Check it out at” 
<www.duelistmagazine.com>! 


No subscription necessary. 


We want mail waiting for us when we 
arrive at the new. pad! Send your 
letters, combos, and small, unmarked 
Poké Balls to Wizards of the Coast 
Player’s Guide—Box 707, P.O. Box 
707, Renton, WA 98057-0707 


Letters may be edited for length and clarity. 
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| Let's face it, life on Earth can get a little rough sometimes. You don’t just get a glimpse of the future in Cybertown, you 


also become part of the adventure and all for free! 
You owe it to yourself to check out Cybertown - if only for a 
vacation from the daily grind of Earth: JOIN NOW! Experience the future at: 


http://www.cybertown.com 


| blaxxun 
interactive 


_- FREE 3DVR HOMES - VIRTUAL JOBS / MONEY - GREAT FRIENDS - PERSONAL CHAT ROOM - CLUBS - FREE AVATARS - VOICE CHAT - GAMES - 


_ In Cybertown you create your own life, choose your name 
~ and how you want to look. You pick your own customizable 
3D virtual reality home with chat and furniture. You can get 
_ ajob if you want one and you can even have a virtual pet! 
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Win $5,000 in prizes in our Great Adventure Quest! 


more worlds 
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at’s fit to print! 


Pokémon TCG players can get organized 
this summer with an array of Pokémon 
products to keep those cards in order. 

* Pokémon TCG Card Albums hold 
page, with each card 
protected in an Ultra*Pro card sheet. The 
6.5-by-8-inch album features Pokémon 

1 ig a game, winning a 1 game, characters on the front and back and sells 
g the game to a new player 


at a suggested retail price of $7.99. 


As they get more points, 
League members will 

_earn official 
Trainer badges 
and other great 


prizes. The , . Sug 
Pokémon League is \ Pe ies: L retail price for the playmat is $4 


designed to be fun. T™* * Pokémon Card Boxes hold ore than 


__ League members get T R ADI N G C AR D) G A M E 400 of your favorite Pokémon cards and 


matched with players ese feature pictures of Pokémon characters. 
their age, and most use V/ The card boxes sell for $3.99. 


comes with sleeves to protect y 


The deck boxes sell for $9.99. 


¢, 
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Pokémon 
cartoon comes 
to Kids’ WB! 


the adventures of Ash and Pikachu six 
times a week this fall, as the Pokémon 
animated TV series joins the afternoon 


lineup at Kids’ WB! 


Later i issue: 
et Pikachu and becomes friends with 


Pokémon lovers will be able to start at 
the beginning all over again with 
Ow, ‘the next release for 
Game Boy Color this September. 
~~ The Yellow version lets you choose 
Pikachu as your first Pokemon, and 
you ll see Pikachu follow in your 
character’s footsteps from place to 
place. You can always check in on the 
animated Pikachu and listen to the 
sounds it makes. 

Veterans of the Red and Blue games 
will be familiar with Yellow, but there 
are some surprises. Pokémon evolve at 
different levels, and some technical 
machines will be assigned to different 
Pokémon. And if you have the Game 
Boy Printer, you'll be able to use 
'okémon Yellow to make stickers of 
your Pokémon! 

_ But Yellow players should watch 
out! Team Rocket—both Jesse and 
James—will m pearance in 
Yellow as well. : 


check out the adventures < oGiAsh and 
Pikachu in a whole new way as Pokémon 
The Movie: Mewtwo Strikes Back comes 
to the big screen. 

Pokémon The Movie tells the tale of 
bio-engineered “Super-Pokémon’” and 


includes four Pokémon never seen before. 
Warner Brothers will release the movie | 


‘SEPTEMBER 19 


Pokémon fans will be able to check out 


creativity and put 
Pokémon Report. 


friends! Players can t 
tridges to participating 
stores to print out sticke 


favorite Pokémon. 


tournaments with up to thr 
friends. 


ronment. It’s exciting to w 
each Pokémon has its own 
attacks and animation sequences. 

Look for Pokémon Stadium this fall 


wherever Nintendo 64 games are sold. 
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cancel—or order thee aooks—simply mail in your Member Reply Form or contact our Web site by the marked date. Shipping and handling (plus sales tax, 
where applicable) is added io each order. You'll always have 10 days to decide. If your Member Reply Form is late and unwanted books arrive, please return 
them at our expense. 7. Easy érdering. As a member, you can also order books via our Web site (www.sfbc.com). F985 
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The Ci Shard; 
Book Streams 
of Silver; Book Three: 
The Halfling’s Gem. 
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Return to Ord 
Mantel; Trouble on 
Cloud City; Crisis at 
Crystal Reef. 


$14.98x 
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1669#$24.99/$12.50 
The Knight of the 
Swords; The Queen 
of the Swords; The 
King of the Swords. 


65% off publishers’ edition hardcover prices. 


1 ensmen sar 


3 : ‘The Secret Bo 
gS as ce a 
ee ee | ys Te TT 
allt ££ Toc’ Smith Py) ee ee ail 


is sas 
4572 $14.98x 
Three Against the 
Witch World; 
Sorceress of the 
Witch World. 


3186 $15.98x 
Triplanetary,; First 
Lensman; Galactic 
Patrol 


#S 7609* $3° 
Dealing With Dragons; . The Book of the 
Searching for Dragons; 
Calling on Dragons; 
Talking to Dragons. 


of the Beast. 
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3855 $13.98x 0398* . $14.98x 
Dragonsbane, Burnt Offerings; 
Dragonshadow. Blue Moon 


“0570: $35.00/$17.98 6916 


Barlowes “& 
|Guide to NS 
Extraterrestrials 


n Science Fiction Literature 


$12.98x 


Prices in fine print are Publishers’ Hardcover Editions. 
Prices in bold print are Club Editions. 

* Explicit scenes and/or language + Softcover edition 

+ Counts as two choices # Combined publishers’ editions 
x Hardcover edition exclusively for Club members 


A®, ™ & © 1999, 1998 Lucasfilm Ltd. All Rights Reserved. 


Used Under Authorization. © ©,1998 Paramount Pictures. 


All Rights Reserved. STAR TREK is a Registered Trademark of 


Paramount Pictures. * © 1998 Twentieth Century Fox 
Film Corporation. The X-Files is created by Chris Carter. 
co ™, © 1998 Garth Ennis & Steve Dillon. \ Magic: The 


Gathering is a registered trademark of Wizards of the Coast, 


Inc. All rights reserved. 
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here’s danger in the cosmos and peril in fantastic realities. Join The Science Fiction 
at our Web Site at WWW.SfbC.COM. Your reward, savings up to 
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Damned; The Book 


5264* $39.90/$10.98 
The Book of the 
Dead; The Book of 
the Mad. 


Please write book 


MAIL TO: The Science Fiction Book Club 
6550 East 30th St., P.0. Box 6367 
ist a j: j = 
Www sree. coM PBC COM Indianapolis, IN 46206-6367 


YES! Please enroll me in The Science Fiction Book Club according 
to the risk-free membership plan described in this ad. Send me the 
5 BOOKS I’ve indicated. Bill me just $1, plus shipping and handling. 


SAVE EVEN IMORE! send me this book now and 
reduce my commitment to 3 books. Bill me just $3.98, 
plus shipping and handling. (Books that count as 2 
choices are not eligible.) 


Mr./Mrs. 
Miss/Ms. 


If you select a 
book that counts 
as 2 choices wrtie 
the first 4 digits of 
the book number 
in one row and 
9999 in the next. 


ES025 


(please print) 


Address 
City 
Telephone, please (___) 


If you’re under 18, your parent must sign here: 


l Members accepted in U.S.A. and Canada only. Canadian members serviced from Canada, where offer is slightly 
different. Sales tax added where applicable. We reserve the right to reject any application. 
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19 POKEMON TRICKS 
Learn new tricks for Jung 
warfare, and search yout 

_ » for the perfect Pokemon. 


“Professor Oak teaches you 
the anatomy of a Pokemon 
TCG card. — 


22 POKEMON 
PROFILES 


We build decks around two 
Trainer. cards: Pokemon Cen- 
ter and Professor Oak. 


24 HOUSE RULES 
___ Learn to play an easy new 
game—Pokéwar! _ 


28 POKEMON 
oO] TecR 
Our readers send us decks, 
and the Pokémon Center 
makes them stronger. 


30 POKEMON 
TRADING POST 


Learn to trade cards fairly 
with your friends. 


OKEMON LEAGUE 


PROFESSOR 


rld’s greatest Poké- 
| expert answer's your 
tions about the Jungle 


WOKS. 


lipsiOMakGyovia PonKempon (CCW AiteTs: 
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r7 DE FT 2 Via =~ 
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After you've sorted your Jungle cards, 
here are some ways to put the new cards to 
work. Add them to the decks you already have, 
or use these ideas to build a new deck. Your 
friends will never know what hit them! 


The most famous Pokémon of all appears in the 
Jungle expansion, but this Pikachu is different 


“@ enenoy_|| 


Basic Pokémon 


Pikachu 
acs 3 


CES 


[Mouse Pokémon, Length: |' 4", Weight: 13 Ibs. 


Spark if your opponent has any 
Benched Pokémon, choose | of 20 
4) 4) them and this attack does 10 
7 damage to it. (Don’t apply Weakness 
and Resistance for Benched Pokémon.) 


resistance vetreat cost 


tus. Kelit Kinel 


Its. Keli Kin 


‘weakness 


3 — —_— 
| When several of these Pokémon gather, their electricity can 
| build ond cause lightning storms. LV.14 #25 


Sign, 9 Nendo, Cremares CAMEREAK 01999 Wanrds GO/64'@ 


Iihus. Ken Sugimort 


in more ways than one. It only has one power, 
but it’s a great one. Pikachu’s Spark attack costs 
@ @®, but it does 20 damage and another 10 
damage to one of your opponent’s Benched 
Pokémon. That’s a powerful attack if your 
opponent likes to retreat his or her Pokémon 
when they’re only 10 damage away from being 
Knocked Out. 

There’s another key difference for this 


Pikachu. It has 50 HP, not 40 HP like the base 
set Pikachu does. You'll be glad to have the 
extra 10 HP, because you'll spend an extra turn 
attaching the two Energy cards to your 
Pikachu. Your opponent will probably be 
attacking you, and you won't be able to attack 
back until you get your Energy attached. 

Remember, you can only have four cards 
with the same name in your deck. It’s not fair 
to have four base set Pikachus and four Jungle 
Pikachus! But you can mix and match them 
however you want. You can have three Jungle 
Pikachus and one base set Pikachu, or two of 
each kind. 

What decks should I put the new Pikachu 
in? You can add the Jungle Pikachu to the 
“Zap!” theme deck from the base set—but take 
out just as many base set Pikachus. And you 
can use the new Pikachu in any deck that has 
@ Energy. But be careful! The Jungle Pikachu 
needs two ® Energy to attack, so you should 
only use it if you're sure you'll have the right 
type of Energy in your hand. 


Electrode is another good way to attack your 
friend’s Benched Pokémon. Attach three ® 
Energy to Electrode so you can use its Chain 
Lightning attack. Chain Lightning does 10 
damage to every Benched Pokémon of the same 
type as the Defending Pokémon. So if 
Electrode is facing a @ Pokémon like Pinsir, 
every @ Pokémon on either Bench will take 
10 damage. So think first! Make sure that your 
opponent will be hurt by Chain Lightning 
more than you will. 

Remember: Chain Lightning hits every 
Pokémon of the same type as the Defending 
Pokémon. That makes Electrode especially 
good against opponents who only use one type 
of Pokémon. For example, say your friend is 
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playing only @ Pokémon. Chain 
Lightning will damage every Benched 
Pokémon he or she has, because they'll 
always be the same type as the 
Defending Pokémon. 
| What decks should I put the new 
Electrode in? Make sure you have 
plenty of Voltorbs—that’s the 
Basic Pokémon that evolves 
into Electrode. And put in 
| lots of ® Energy, because 
you'll need three for 
Electrode’s Chain Lightning 
attack. You can use the 
Jungle Electrode in any deck 
that used the base set Electrode. But 
, you can only have four Electrodes 
total—just like Pikachu. And Jungle 
Electrode and Jungle Pikachu just might 
be good in the same deck... 


Search engines 
The flip side to attacking your oppo- 
nent’s Bench is filling your own Bench. 
When you don't have the right Pokémon 
in your hand, try these new Jungle cards 
that let you search through your whole 
deck to grab the Pokémon you want. 
Nidoran 9 and Bellsprout are both 
Basic Pokémon with Call for Family 
attacks. Call for Family doesn’t do any 
damage, but it'll let you get another 
Nidoran or Bellsprout from your deck 
and put it onto your Bench. If you’ve 
ever lost a game of Pokémon because 
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your Bench was empty, you'll like 

Call for Family! Oddish has a Sprout 

attack that works the same way. You 

can search your deck for another 
Oddish and put it onto your Bench. 

Marowak, a @ Pokémon that 
evolves from Cubone, has an even 
stronger search engine. Its Call for 
Friend attack lets you look for any @ 
Basic Pokémon and put it onto your 
Bench. So Marowak can search for 
Mankey or Hitmonchan, for example, 
but not Machamp (it’s not a Basic 
Pokémon). 

And the best search engine of all is 
the only Trainer card in the Jungle 
expansion: Poké Ball. Play it, then flip a 
coin. If it’s heads, you can search your 
deck for any Pokémon—Basic, Stage 1, 
or Stage 2. Then you show it to your 
opponent and put it in your hand. You 
can play it right away if there’s room on 
your Bench or if you have a Pokémon 
who's ready to evolve. 

What decks should I add “search 
engine” cards to? The new “Power 
Reserve” theme deck uses Bellsprout, 
Nidoran 2, and Oddish. You can also 
add them—and Marowak—to the 
“Brushfire” theme deck from the base 


Pokémon set, because that deck already 
uses @ and @ Energy. And Poké Ball 


is a Trainer Card, so it’s easy to add to 


any deck where you need a Pokémon— 
pronto! And isn’t that every Pokémon 


deck? @® 


TRAINER 


ip a coin. If heads, you may 
Tha, your deck for any Basic 
Pokémon or Evolution card. est 
that card to your opponent, then 
put it into your hand. Sh 
your deck afterward. 


Wards S810) @ 


Poke-natomy 


TRAINER ACADEMY 


"WELCOME TO POKEMON ANATOMY 101. IF you'tL © MICHAEL MIKAELIAN 
ALL TAKE YOUR SEATS, WE CAN GET STARTED.” 


FIRST, YOU'LL NOTICE THE 
EVOLUTION STAGE OF YOUR 
POKEMON. There are Basic 
Pokémon, Stage 1 Pokémon, 
and Stage 2 Pokémon. Pikachu 
is a Basic Pokémon. On Stage 

1 and Stage 2 cards, this corner 
says which Pokémon they 
evolved from. 

Use 12 to 16 Basic Pokémon 
in your deck because you can put 
them on your Bench right away. 
Later, those Basic Pokémon can 
become Stage 1 Pokémon, then 
Stage 2 Pokémon. 


ALL POKEMON HAVE 
ATTACKS, The Energy you 
need to use an attack is on the 
left. The middle section gives 
the name of the attack and any 
special rules for it. The right sec- 
tion shows how much damage 
the attack does. You want most 
of your Pokémon to have an 
attack that only costs 1 Energy 
to use. Pikachu is an example of 
a Pokémon with more than one 
kind of attack. When you 

attach more 
Energy (like 
this Electric 
Energy card) to 
these Pokémon, 
you can use their 
more powerful 
attacks. 


Thunder Jolt Flip a coin. If 
. 4) (6) tails, Pikachu does 10 paras: 


to itself. 


THIS ENERGY SYMBOL 
TELLS YOU WHAT TYPE OF 
POKEMON TO AVOID. Those 
Pokémon double their damage 
when attacking your Pokémon. 
Some Pokémon have no 
Weakness. You want to keep 
Pikachu away from Fighting 
Pokémon, because their attacks 


will do double damage to it. 


HP 1S SHORT FOR HIT 
POINTS. The higher your 
Pokémon’s HP, the better. 
There’s also an Energy symbol 
in this corner. This Energy 
symbol tells you what type of 
Pokémon it is. Pikachu is a 
Lightning Pokémon. The other 
types are Fighting @, Fire @, 
Grass @), Psychic @, and 
Water @. 


WHAT IF YOU DON'T WANT 
YOUe ACTIVE POKEMON 
70 FIGHT ANYMORE? It can 
retreat to your Bench if you 
have another Pokémon to take 
its place. To do this, discard 1 
Energy card attached to your 


Pokémon for each matching 


(080 


POKEMON TRAINERS USUALLY USE GLASS BEADS TO 
SHOW HOW MLICH DAMAGE A POKEMON HAS. Each bead 
} equals ten points of damage. This is the easiest way to keep track. 


Energy in its Retreat Cost. 


Pikachu's Retreat Cost is @), 


so discard 1 Energy card of 
any type to retreat it. 


THIS ENERGY SYMBOL 
TELLS YOU WHICH OTHER 
POKEMON HAVE A HARD 
TIME GETTING THROUGH TO 
YOUR POKEMON. If a 
Pokémon of that Energy type 
attacks, you subtract the number 
next to the symbol from the 
damage it does. Pikachu, like 
many Pokémon, has no special 


Resistance. 


Other people may have other ways of doing it. 
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Trainer Tips 


POKEMO! 


A good Pokémon trainer must do more than just choose the right Pokémon and 
prepare them for battle. To be a master trainer, you must care for your Pokémon 
and learn all you can about the Pokémon you will face. 


POKEMON CENTER 


LITTLE 
HITTERS DECK 


This deck is built around 
speed. All the Pokémon can 
do something with only one 
Energy card attached. Plus 
the deck only uses one 
Energy type, so you never 


As all trainers should know, the 
Pokémon Center is where you take hurt 
or sick Pokémon. The Center will heal 
your Pokémon’s wounds and cure them 
when they get sick. If you play 
Nintendo’s Pokémon Game Boy game, 
I'm sure you have spent a lot of time in 
Pokémon Centers. They are the best way 
to keep your Pokémon in fighting trim. 


have the wrong Energy 
in hand. Hit your oppo- 
nent’s Pokémon early 
with Machop, Rattata, 
or Hitmonchan. Then 
use Potions and 
Pokémon Centers 

to keep your little 
hitters healthy. 


4 Hitmonchan 
4 Kangaskhan 
4 Machop 

4 Rattata 

4 Rhyhorn 


4 Bill 


4 Energy Removal 
2 Gust of Wind 

2 Pokémon Center 
4 Potion 

2 Professor Oak 


18 Fighting Energy 
4 Double Colorless 
Energy 
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Pokémon of Poison or Confusion. But 
you can use it in the middle of a battle. 
So you can heal your Active Pokémon 
and all your Benched Pokémon with just 
one card. This can be great against an 
opponent who can’t heal his or her 
Pokémon fast enough. 

There is a big drawback to using the 
Pokémon Center card. You have to dis- 
card all the Energy cards attached to all 
your Pokémon when you use it. To get 
around this problem, use Pokémon that 
only need 1 or 2 Energy cards to attack. 
You won't lose as many Energy cards 
because you didn’t attach many in the 
first place. Plus, if you 


discard all Energy cards 
to those Pokemon. 


There are differences between the 
Pokémon Center in the Game Boy game 
and the one in the Pokémon trading card 
game. The Game Boy Center will heal 
your Pokémon’s Hit Points and cure ail- 
ments (Poison, Confusion, Burn, and so 
on). But you can’t run to the Pokémon 
Center during a gym battle and then 
return to finish defeating that gym master. 

The Pokémon Center Trainer card in 
the Pokémon TCG doesn’t cure your 


have at least 1 Energy 

card in your hand, you 

can begin attacking again 
right away. 

For example, the “Little 
Hitters” deck featured-on 
this page uses 12 
Pokémon that can attack 
for 20 damage with only 1 
Energy card attached to 

them. Let’s say I have an 
Active Machop with 3 
damage counters on it. I 
also have a Hitmonchan 
with 4 damage counters, a 
Rattata with 2 damage counters, and 
another Machop with 2 damage coun- 
ters on my Bench. 

If I play Pokémon Center before I 
attack, I will remove 11 damage counters 
and only 3 Energy cards (at most). I 
would have already removed Energy 
cards from the Benched Machop and 
Hitmonchan when they retreated. I can 
then attach a new Energy card to 
Machop and begin attacking for 20 


damage again. 


PROFILES 


PROFESSOR OAK 


Good old Professor Oak. In the 
Pokémon TV show, the Professor sends 
young Ash on his journey with a feisty 
Pikachu and a Pokédex. In the Game 
Boy game, Professor Oak doesn’t just 
give you your first Pokémon and a 
Pokédex. He helps you throughout the 
game with information and hidden 
machines. 

In the Pokémon 
trading card game, 


the Professor Oak ‘- Got 


card gives you hid- 
den information in 
the form of cards. 
When you play 
Professor Oak, you 
have to discard all the 

cards in your hand. —— 
That’s the bad news. 
The good news is that 
you get to draw 7 new 
cards. ‘This is very 
powerful because hav- 
ing more cards in your hand gives you 
more choices in the game. 

Of course, you don’t want to play 
Professor Oak too often or at the 
wrong time. If you play too many 
Professor Oak cards, you could run out 
of cards and lose the game. So you'll 
only want 2 Professor Oaks in most 
decks. The best time to play a Professor 
Oak card is when it’s the last card in 
your hand. Then you don't have to dis- 
card any cards, and you still get to draw 
7 cards! 

You can still use Professor Oak if 
you have cards in your hand. But make 
sure you don’t care if you lose those 
cards. For example, use Professor Oak 
when you need more Energy cards and 
have a lot of Pokémon on your Bench. 


AS 
Hokémon Power: Rain Dance 
your carn (before your tack), Yor 


Play as many Trainer cards and 


Pokémon as you can first, though. You 


never know when you 


might need those cards. If you have a 
full Bench and only Pokémon cards in 


your hand, you won't really lose any- 


thing important when you play 
Professor Oak. 

If you might lose some cards you 
want to keep, you can use cards like 
Maintenance to put them back in your 
deck before you play Professor Oak. 
That’s how Mike Mikaelian’s “Oak 
Maintenance ” deck works. With 4 
Professor Oaks, 4 Bills, and 2 
Maintenance cards, you should always 
have the right card in your hand. And 
if you have the right cards, your oppo- 
nent’s Pokémon will be easy pickings. 


& WILL M¢DERMOTT 


OAK 
MAINTENANCE 
DECK 


With this deck, you want 

to get Blastoise into play 
as fast as possible. Use Bill 
and Professor Oak to draw 
cards quickly. Play as many 
Water Energy cards as you 
can and then play more 
Professor Oak cards, If you 
have a card you want to 
keep, use Maintenance to 
shuffle it and another card 
back into your deck first. 
Then you can safely play 
Professor Oak. 


Pokemon (18) 
3 Blastoise 

4 Seel 

4 Squirtle 

4 Staryu 

3 Wartortle 


Trainer (18) 

4 Bill 

4 Energy Removal 

2 Maintenance 

2. Pokémon Breeder 
2 Pokémon Trader 
4 Professor Oak 


Energy (24) 
24 Water Energy 
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ur deck will fight Pokémon in your 
e first player to run out of Pokémon 


your piles. 


$0 HOW DO YOUR POKEMON FIGHT? 


Both players flip over the 
top card of their decks 
You're now looking at two Pokémon. Compare 


the two Pokémon step-by-step to figure out 
whether they go in the winner or loser pile. 


Check for Weakness 


Does either Pokémon have Weakness to the other? If so, the 
one with Weakness ig immediately Knocked Out. Put 
Knocked Out Pokémon in that player’s loser pile. If the 
Pokémon both have Weakness to each other, they’re both 
Knocked Out. 


Check for Resistance 


Does either Pokémon have Resistance to the other? If so, 
the one with ResistancéjwWins and Knocks Out the other 
Pokémon. If they both have Resistance to each other, nei- 
ther Pokémon is Knocked Out. They stay and fight! 


First-turn 
Pokémon attacks 
If both Pokémon are stillaround after checking Weakness 


and Resistance, it’s now time to attack! Flip a coin to 

see who goes first. You'll play through two “turns” with 
each Pokémon. On the first turn, you use your Pokémon’s 
first attack. 

Look at your Pokémon’s first attack—or its Pokémon 
Power, if it has one. If that attack does damage, put damage 
counters on the damaged Pokémon—just like in the 
Pokémon game. 

If you have a Pokémon that does more damage if it has 
more Energy attached, you only get to do the base damage. 
For example, Poliwhirl only does 10 damage. But if an 
attack requires you to discard Energy in order to attack, you 
don’t have to do that! So Charmander’s Ember attack works 
just fine, for example. 

If you have to flip a coin to determine damage, go ahead 
and flip when it’s your turn. 


Check for Knocked 
Out Pokémon 


After each player's'turn, check to see if 

any Pokémon are Knocked Out. If a 

Pokémon is Knocked Out, put it in 
the loser pile. Winning Pokémon go 
in the winner pile, and you start again 
at step 1. Flip over the next Pokémon 
from your decks. 


Second-turn 
Pokémon attacks 


If both Pokémon are around.after the first turn, you're ready 
for a second turn. You can either use your Pokémon’s first 
attack again, or you can choose to use its second attack. If 
your Pokémon only has one attack, use it again. Follow the 
same rules as you did during the first turn. 


Put the Pokémon 
into the piles 


If your Pokémon is still in‘play after both players’ two turns, 
it wins! It goes into youf winner pile. If both Pokémon are 
still in play, they both go to their owners’ winner piles. Then 
you and your friend each flip over the next cards from your 
decks and start again at step 1. 


WHAT IF I RUN'O 
After you've gone through your 
ue play with that new deck. 
until one player has no winner pile 
who still has a winner pile wins! 


winner pile, shuffle it, an: 
Both players play this 
left to play with! The p 


EVOLVED POKEMON 
Ifa Stage 1 or Stage 2 Pokémon comes up, check your win- 
ner and loser piles to see if the Basic Pokémon or Stage 1 
Pokémon that it would normally evolve from has come up. If 
it has, then your Pokémon goes ahead and fights. 

But if the Pokémon it would evolve from hasn't come up 
yet, you have two choices. 

You can put it in your loser pile and flip over a new 


Pokémon to fight. If you do that, your friend keeps the same 
Pokémon. 

If you want to put the Pokémon back in your deck 
instead, you can pay its Retreat Cost. You don’t have Energy, 
so put that many cards from the top of your deck into your 
loser pile. Then put your retreating Pokémon back into your 
deck, shuffle, and turn over another Pokémon to fight for 
you. If you get the same Pokémon or another Stage 1 or 
Stage 2 Pokémon that can’t fight yet, you have to make the 
choice again. You don’t retreat for any other reason, even if 
you want to! © 


Michael G. Ryan sometimes wanders through the halls, 
mumbling "Pokéwar! Huh! Yeah! What 1s it good for?" 


POKEWAR GAME 


WHAT DOES TA/S FOK 


MON DO IN FOKEWAR? 


‘Gi. 
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POKEWAR SAMPLE GAME 


POKEWAR IS EASY AND FAST, once you’ve played a few times. 
Here’s how part of a game might look.... 


Janelle and Tyson have each built a Pokéwar deck, and they’re 
ready to play! They shuffle their cards and turn over the top 
card from each of their decks. 


PIKACHU vs. MAG/IKARP 
Janelle gets Pikachu; Tyson gets 
Magikarp. Pikachu doesn’t have 
Weakness or Resistance to Water 
Pokémon, but Magikarp has 

Weakness to Lightning Pokémon. So 

Magikarp is Knocked Out and goes to 

Tyson’s loser pile; Pikachu goes to 

Janelle’s winner pile. 


SEEL vs. DIGLETT 


They turn over their next cards. Janelle 
gets Seel; Tyson gets Diglett. Neither of 
them has Weakness or Resistance to the - 
other. So now these Pokémon fight! 
Janelle and Tyson flip a coin to see who 
attacks first, and Janelle wins. Seel’s first 
attack, Headbutt, does 10 damage. Tyson's Diglett gets 1 
damage counter. Diglett’s first attack, Dig, does 10 damage. 
Janelle’s Seel gets 1 damage counter. Neither one is Knocked 
Out yet, so Janelle and Tyson take a second turn. 

Seel doesn’t have a second attack, so it attacks with Headbutt 
again for 10 more damage. Diglett now has 20 damage, but it 
has 30 Hit Points. Diglett’s second attack, Mud Slap, does 30 
damage. Seel has 40 damage, but it has 60 Hit Points. Both 
Pokémon have attacked twice and neither was Knocked Out, 
so they both go to their player’s winner pile. 


STARYU vs. METAPOD 


Janelle and Tyson turn over their 
next cards. Janelle gets Staryu; 
Tyson gets Metapod. But 
Metapod is a Stage 1 Pokémon 
that evolves from Caterpie, and 
Tyson doesn’t have Caterpie in 
either his winner pile or his loser 
pile. So he has to choose. He can 
put Metapod in his loser pile and 
— turn over another card to fight. Or he can 
pay Metapod’s Retreat Cost by putting that 
many cards from the top of his deck into his loser pile. 
He decides to put Metapod in his loser pile and turn 
over a new card. This time he gets Weedle. After 
checking Weakness and Resistance, they’re ready to 
fight! Tyson wins the coin flip and attacks first. 
Weedle’s Poison Sting does 10 damage, and ‘Tyson 
flips a coin to see if Weedle Poisons Staryu. It comes 
up heads, so Staryu is Poisoned. When Tyson's turn is 
over, Staryu takes 10 damage from Poison. 
Now Staryu attacks for 20 damage (Weedle has 40 
HP). At the end of Janelle’s turn, Staryu takes another 
10 damage from the Poison. Staryu’s now taken 30 damage. 
Now it’s Tyson’s second turn, but Weedle doesn’t have a 
second attack, so Weedle does Poison Sting again. That 
10 damage is enough to Knock Out Staryu, so Staryu 
immediately goes to Janelle’s loser pile and Weedle goes 
to Tyson’s winner pile. Then Janelle and Tyson flip over 
their next cards.... 


SLEEP, CONFUSION, PARALYS/S, AND POISON 


If you need to flip a coin to check to see whether Sleep, Confusion, or Paralysis happens, 
do so. Maybe you’ll make your friend’s Defending Pokémon Asleep, Confused, or Paralyzed! 


* ASLEEP * CONFUSED * PARALYZED « POISON 
Pokémon try to “wake Pokémon have to flip Pokémon have to wait Poison causes 10 
up” after each turn. a coin to see whether a whole turn to wake damage after each 
Flip a coin at the end their attacks work. up, just like they do in turn, including the 
of each turn—f it’s On tails, the attack regular Pokémon last player’s second 
heads, the Pokémon doesn’t work and the play. turn. 
wakes up. Confused Pokémon 
takes 20 damage. 


Most Pokémon Powers don’t do much in Pokéwar. Moving damage counters, 
attaching extra Energy, and moving Energy to other Pokémon are all useless in 
Pokéwar. But those Pokémon tend to have high Hit Points and great second attacks, 
so they’re still strong Pokémon! 
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ZOLLECL i al Plus One 
Make sure your Pokémon™ collection is 
complete with the Wizards of the Coast® 
Players Guide. This indispensable guide to 


the latest Pokémon release gives you the 
inside scoop first, straight from the source: 


Special foil-stamped card 


oa: Fully illustrated card and player’s guide 


Exclusive designer notes from Wizards R&D 
All for just $4.95! 


Ask your retailer to order now! 


Wuaros oF THE Coast, is a registered trademark of Wizards of the Coast, Inc. 
©1999 Wizards of the Coast, Inc. 

*©1995, 1996, and 1998 Nintendo, Creatures, GAMEFREAK. 

Pokémon is a trademark of Nintendo, 
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This deck is okay to begin with. It 
makes good use of evolved Pokémon 
without depending on any Stage 2 
Pokémon. It also has a good mix of 
Trainer cards. It does use a lot of 
Pokémon that need a /of of the right 
kind of Energy to use their attacks. 
That means you risk drawing one type 
of Energy and a different type of 
Pokémon. But let’s go ahead and look 
at what to do with the deck now that 
the Jungle card set is out. 

It’s always a good idea to think 
about which Pokémon are the most 
popular. Then fill your deck with 
Pokémon whose Weakness and 
Resistance give them an edge against 
the popular ones. This works especially 
well right after a new card set comes 
out, because everyone is building decks 
that include their favorite new 
Pokémon. Looking through a Jungle 
checklist, you'll see that almost all of 
its Pokémon are Grass, Fighting, or 
Colorless. So you want to find 
Pokémon that match up well against 
those three kinds of Pokémon. 


Know your Weakness 
Most Grass Pokémon have Weakness 
to Fire, so this deck already has an 
edge against them. But the deck loses 
its edge because most of its Water 
Pokémon have Weakness to Grass. So 
we'll take out all the Water Pokémon 
and look for ones that do well against 
Fighting or Colorless Pokémon. This 
is a big step, but sometimes you need 
to make big changes when a new set 
comes out. 

What should we replace the Water 
Pokémon with? Fighting Pokémon 
might seem like a good choice because 
they do well against Colorless 
Pokémon. The problem is that most 
Fighting Pokémon have Weakness to 
Grass, and you'll see a lot more Grass 
Pokémon in your friends’ new decks. 
Also, people don’t often center their 
decks around Colorless Pokémon, so it 


isn't that important to pick a type of 
Pokémon that’s strong against them. 
We should probably stay away from 

Fighting Pokémon. 

Let’s pick a type of Pokémon that’s 
good against Fighting Pokémon. We 
could take advantage of Fighting 
Pokémon’s Weakness to Grass. A lot 
of popular Water Pokémon have 
Weakness to Grass, too. We'll replace 
the Water Pokémon with Grass ones. 
Don't forget that most Grass 
Pokémon have Weakness to Fire, so 
we'll be sure to pick only Pokémon 
that have Weakness to Psychic. 


Picking Pokémon 
This means picking either the 
Evolution Stages that end in Nidoking 
or the ones that end in Nidoqueen. 
The Nidoking Stages have better 
attacks, but the Nidoqueen Stages 
have more Hit Points. Let’s go with 
Nidoking, partly because its Stages can 
get by with only 1 Grass Energy. 
Let’s cut back a little on Grass 
Energy. In fact, let’s throw in a couple 
of Double Colorless Energy cards, 
because Nidorino, Nidoking, and 
Arcanine can all use them. We can 
then use fewer Energy Retrievals. 
Let’s replace one with Gust of Wind, 
one of my favorite Trainer cards. Let’s 
replace another with Poké Ball from 
the Jungle set. Poké Ball will help us 
finish evolving Nidoking. The sidebar 
on the next page shows how the deck 
turned out. 


Final notes 

We've just seen how to think about 
changing a deck to fit a new release. 
There are a lot of possibilities for this 
deck. You could replace all the Fire 
Pokémon with Charizard’s Stages if 
you prefer. You could use Fighting 
Pokémon that have Weakness to 
Psychic or that don’t have the usual 
Weaknesses. Psychic Pokémon that get 
an edge against Grass could work well. 
Or consider Pokémon with no Retreat 
Cost, like the new Dodrio Stages. 


CENTER 


PROF. TOM WYLIE AND PROF. KEVIN ENDO 


Play around and see what you come 
up with. Maybe there’s a deck you 
couldn't get to work before, but now 
you'll find just the card it needs in the 
Jungle set. When it comes to decks, you 
wanna build ’em all! 


When I looked at this deck, my first 
reaction was “Does this deck really need 
two different kinds of Energy?” There 
are only two good reasons to use more 
than one kind of Energy. The first rea- 
son is to use Pokémon with different 
Weaknesses or Resistances. The second 
reason is to gain a specific attack or 
Pokémon Power that only certain 
Pokémon have. 

This deck has an equal number of 
Fire and Water Pokémon. To improve 
it, let’s get rid of the Fire Pokémon. The 
three Fire Pokémon in the deck were 
Growlithe, Arcanine, and Magmar. 
These aren't bad Pokémon—it’s just 
easy to replace them with Water or 
Colorless Pokémon. Water is a very 
good choice in a deck with only one 
Energy type. Most Water Pokémon 
have Weakness to Lightning, but a few 
have Weakness to Grass. Our final deck 
has eight Pokémon with Weakness to 
Lightning, seven with Weakness to 
Grass, and three with Weakness to 
Fighting. Not a bad mix for a deck that 
uses only one Energy type! 


Picking our team 
First, let’s keep the Poliwags and Poli- 
whirls from the original Fire/Water 
deck and add a Poliwrath and one 
more Poliwag. Poliwrath’s 
Whirlpool attack combines well 
with Energy Removal. 
Gyarados is a 
good Pokémon. 
But it evolves from 
a very weak 
Pokémon, Magikarp, 
which has only 30 Hit 


Points. Instead of Magikarp and 
Gyarados, let’s use Seel and Dewgong. 
Seel has twice as many Hit Points as 
Magikarp. Dewgong’s Aurora Beam 
attack does the same damage as 
Gyarados’s Dragon Rage attack. To 
make up for losing Gyarados’s 
Resistance to Fighting, let’s add two 
Farfetch‘ds. 


What about Jungle? 
Unfortunately, there are only three new 
Water Pokémon in the Jungle set: 
Goldeen, Seaking, and Vaporeon. Jungle 
does have lots of new Colorless 
Pokémon, though. Kangaskhan, 
Lickitung, and Snorlax are all Basic 
Pokémon with 90 Hit Points. These 
Pokémon can't do a lot of early damage, 
but they can hold off your opponent 
while you get your other Pokémon 
ready. 


Training is the key 

Trainer cards can mean the difference 
between winning and losing. 

The original deck has good Trainer cards 
like Bill, Professor Oak, and Energy 
Removal. I like Energy Removal a lot, so 
let’s add two Super Energy Removals. | Lick 
Instead of Potion, let’s try Pokémon (eat 
Center. This card works well with tough 

Pokémon like the Colorless ones we 

added. And adding Computer Search, 

Pokémon Trader, and Item Finder will 

make it easier to get the right card at the 

right time. © 
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Pokémon is a trading card game. That 
means that you'll probably need to trade 
cards with other people to get the cards 
you want. No two booster packs are exact- 
ly alike, so you never know which cards 
youre going to get when you buy a pack! 

When trading, there are a few things 
that you need to know 
in order to make sure 
that you get a fair 
trade. Some of these 
tips are pretty basic, 
but it doesn’t hurt to 
be reminded of them. 
Other tips are not as 
obvious, so knowing 
them may give you an 
advantage. 


RARITY 1S 
THE KEY TO 
SMART 
TRADING 


We'll start with the 
most basic informa- 
tion. There are four 
different rarities of Pokémon cards. 
They are called common, uncommon, 
rare, and hologram. Each Pokémon card 
has a small symbol in the lower right 
corner of the card. 

¢ A @ means that the card is a com- 
mon card. 

¢ A @ means that the card is an 
uncommon card. 
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¢ A ® means that the card is either a 
rare card or a hologram card. You should 
be able to tell by looking at the picture 
whether it’s a “holo” card or not. Holo 
cards shine! 

The first rule of trading is to make 
sure that you get the same rarity of card 
in return for each card you trade. Maybe 
your friend wants your Super Potion, 
which is an uncommon card. Your friend 
should be willing to give you an uncom- 
mon card in exchange. 

Sometimes you will want to trade cards 
of different rarities, though. For example, 
your friend might not have any uncom- 
mon cards to give you for your Super 


Potion. So how many common cards is 
an uncommon card worth? Without 
going into the confusing details, here’s 
what you should normally expect. 

Each hologram card should normally 
be worth at least two rare cards. 
Similarly, each rare card should normally 
be worth at least two uncommon cards, 
and each uncommon card should nor- 


DING POST 


GLEN ELLIOTT 


mally be worth at least two common 
cards. Energy cards aren't usually worth 
much in a trade because they are so easy 
to get. Double Colorless Energy is an 
uncommon card, so it’s an exception to 
the rule. 


KNOW THE WORLD OF 
POKEMON 


Other things can affect the value of a 
card. For example, Pokémon that are 
popular on the TV show or in the 
Nintendo Game Boy game are often 
worth more than cards that are less pop- 


SUPER POTION AND SEEL ARE BOTH UNCOMMON CARDS, SO THEY WOLILD BE A FAIR TRADE. 


ular. Pikachu is a good example. Many 
people will give you two or three other 
common cards in exchange for a single 
Pikachu. 

Cards with Pokémon on them tend to 
be worth more than Trainer cards 
because you have to have Pokémon to 
play the game, but you don’t need 
Trainers. Some people also care more 


about “catching” the cute ( 
creatures than the Trainers. 


Basic Pokémon 


Pikachu 


The reason that you want 
a card will also affect how 
valuable it is to you. People 
who just want to collect a 
complete set of Pokémon 
cards are more likely to trade 
one card for one card. If they 
have an extra copy of a card, 
it isn't doing them any good. 
So they are more than happy 
to trade their extra card for a 
card they need to finish their “o 


set. 


Illus. Ken Sugimort 


However, people who are 
trading to build a better 
Pokémon deck are influenced by 
whether the card you want is 
one that they need for their 
deck. Things like the Pokémon’s 
type and Pokémon Power are big 
concerns for them. You might be 
able to get an uncommon card from 
someone for a really good common card 
like Bill. Or you might be able to get a 
rare card from someone for a really good 
uncommon card like Professor Oak. 


CHECK THE 
CONDITION 


The last thing to keep in mind is 
that cards in good condition are worth 
more than cards that are worn, bent, 
or damaged. 

* A card in perfect condition, 
fresh out of the booster pack, is 
worth the most. This type 7 


of card is said to be in 


Basic Pokerny! 
mint condition. mir. Mim 
* A card that you've 

played with once or twice, 

or a card with a nick or two 
on the edge, is worth slight- 
ly less. Those cards are in 
near mint condition, because 


they are nearly as good as 


Mouse Pokém 


Spark If your opponent has any 
Benched Pokémon, choose | of 
A A whem and this attack does 10 
~ "damage to it. ( 
and Resistance 


resistance yetreat cost 


When several of 


build and cause Ii = 
: 71995, 96 96 Newendo, Creatures, GAMEFREAK, ©1999 Wi 


ron, Length: I° 4", Weights £3 tbs 


Don’t apply Weakness 
for Benched Pokémon.) 


‘these Pokémon gather, their electricity can 


; 25 
ightning storms. LV. 14 # AS 


MOUSE POWER! PIKACHU'S POPULARITY MAKES IT MORE VALUABLE 
THAN OTHER COMMON CARDS. EXPECT TO TRADE SEVERAL COMMON 


CARDS TO GET THE ELECTRIC MOUSE. 


PLAYERS AND 
COLLECTORS 


Most collectors aren't interested in cards 
that are in anything less than excellent 
condition. For a true collector, cards in 
mint condition are often worth twice as 
much as cards that are in excellent con- 
dition—even though most people can’t 
tell them apart! But for a player, cards in 
excellent condition are just as valuable. 
A player can often get very good trades 


Evolves from Eevee Put Jolteon on the Basic Pokémon 


STAGE | 


Lightning Pokémon. Length: 2" 7", Weight: 54 Ibs. GSS 
10+ 


i ttack Flip a coin. If heads, 
cae (0 damage plus 20 more 


< ttack does | 
ad ae if tails, this attack does 10 damage 


i issi This attack 
Pin Missile Flip 4 coins. 
= does 20 damage times the number of 


mint, but not quite. 

* A card that is a little bit 
warped from shuffling, or a 
card with several nicks or 
indentations, is said to be in 
excellent condition. 


20x 
We heads. 


weakness 
8 = ~ 
i he atmosphere to blast 
mulates negative ions from t 
1 ac ep00-volt lightning bolts. LV.29 #135 


S * 
SIpRS 96 98 Nendo, Cremures, GAMEFREAK, ©1799 Weds 4164 
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from a collector by offering his or her 
mint cards in exchange for the collec- 
tor’s excellent cards. Both sides get what 
they want! 

The most important thing to remem- 
ber about trading Pokémon cards is that 
you don't have to trade. If you aren't 
happy with the deal you're being 
offered, just say “No, thanks!” There will 
always be someone else who wants to 
trade with you. © 


Basic Pokémon 


Hitmonchan 


* Punching Pokémon. Length: 4' 7", Weight: 111 ibs. i 


20 


& Jab 


8 : 
e Special Punch 40 


retreat cost 


A HOLO CARD IS USUALLY WORTH TWO RARE CARDS. 
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POKEMON LEAGUE NEWS 


©% DAVID NOONAN Want to find new friends to play the Pokémon TCG with? 


Look no further! This summer, the Pokémon 


League is coming to a store near you. 


THE POKEMON 
LEAGUE? 


The league is a chance for Pokémon players to make 
friends, play Pokémon, solve Pokémon puzzles and other 
activities, and trade Pokémon TCG cards. 
The League works like the Gyms that Ash, Misty, and 
Brock visit in the world of Pokémon. The Gyms are places 


CAN I EARN 
POINTS? 


There are lots of ways to get League points, no matter 


what kind of player you are. You'll earn points for: 
@ Attending a league event. 

@ Bringing a new member. 

@ Completing a league activity. 

@ Completing a set of Pokémon TCG cards. 

@ Helping the gym leader with league activities. 

@ Playing a game. 
@ Winning a game. 

@ Teaching the game to a new player (must be certified). 
@ Trading a Pokémon TCG card. 

Remember, every point you earn helps you get official 
Trainer badges and other prizes! And you don’t have 
to play every week—you can just do the activi- 
ties and trade cards if you like. 


where you can practice Pokémon matches, learn about 


Pokémon, and make new friends. Many game stores will 
set aside space for the Pokémon League once a week. 

The league is a great way to get better at Pokémon 
and find new friends in your town to trade and 
play with. 
If youre in the Pokémon League, you'll earn 
points. As you get more points, you'll earn Trainer 
badges to show off to your friends—and other 
great prizes! 


COMPETITIVE 
1S IT? 


The league is for everyone—new 
players and old. The league will match 
you with other players your age. 
Many players use Pokémon theme 
decks (like “Overgrowth,” “Power 


WHAT OTHER 
TOURNAMENTS 
ARE OUT THERE? 


Reserve,” or “Zap!”) and add Some lucky Pokémon players have already had the chance to 
their favorite Pokémon. earn points in a “test” league. More than 3,000 players meet 


A few invent their 5 each week to practice their Pokémon skills at Books- 
own decks! 

. HOW 

@)/ corcer 


A-Million and other locations. And there are more 
INVOLVED? 


than 600 official Pokémon tournaments across 
Just ask the stores that sell 


the country every week! 
Pokémon near you about the 


And in late August, the best Japanese and 
American players will face off in a Tropical 
Mega-Battle in Hawaii! Next year the 
best players in the world will meet in a 


huge Pokémon tournament. 
Pokémon League or check out 
www.wizards.com/pokemon. 
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Be a Magice Guru . Teach Magic and get free product, including boosters and special promotional cards. 
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- Sign up at www.wizards.com/Guru/ [ uf (i 
~ Questions? (800) 324-6496. | I ieee 
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This program was formerly known as the Ambassador program. 
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What is this Pokémon: 

, Jungle thing, anyway? How 
are these different from 

| the other Pokémon trad- 
ing card game cards? 

To keep the Pokémon TCG fresh and 
exciting, Wizards of the Coast will 
release new and different Pokémon 
cards every few months. The new cards 
| are sometimes called an “expansion’” 
because they expand the possibilities for 
the game. The Jungle card set is the 

| first expansion for Pokémon. The orig- 
| inal set of 102 cards is sometimes called 
the “base set.” 


| Can I still use my old 
Pokémon cards? 

Yes, absolutely! You can play with any 
of your Pokémon cards. You can play 
with decks that have nothing but Jungle 
cards, although you'll still need to use 
Energy cards from the base set. Or you 
can use a mix of Jungle cards and the 
base set cards. 
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PROFESSOR OAK 
1S A SCIENTIST 
WHO KNOWS 
JUST ABOUT 
EVERYTHING 
THERE |S TO 
KNOW ABOUT 
FOKEMON. 


WHENEVER ASH 
HAS A QUESTION 
ABOUT PIKACHL 
OR HIS OTHER 
POKEMON, HE 
GOES TO SEE 
PROFESSOR OAK. 


What does the Jungle 
expansion have in it? 

There are 45 new Pokémon, such as 
Meowth, Butterfree, and Eevee. You 
will also find one new Trainer card and 
two new versions of Pokémon that 
appeared in the base set (Pikachu and 
Electrode). See page 50 for a complete 


Jungle player’s guide. 


That’s only 48 cards, but ! 
heard the set has 64 cards 
in it. What’s up? 

The 16 rare Pokémon appear in both 
holographic and non-holographic ver- 
sions. We gave different collector num- 
bers to the different versions. For 
example, holo Clefable is card 
number 1/64 and non-holo 
Clefable is card 
number 17/64. So 
that makes 64 

cards if you go by 

the collector numbers 
in the lower right corner 


of the card. 


FESSOR OAK 
QUESTIONS ABOUT THE JUNGLE SET 


A friend of mine has a 
holographic Jungle card. | 
got that same card when 

| opened a pack, but it 
wasn’t a holographic card. 
Is something wrong? 

No, it’s okay. See the previous question 
for the reason why. 


Do the holographic and 
non-holographic versions 
have different powers? 

No. If a card appears in a holographic 
version and a non-holographic version, 
those two versions are exactly alike 
except for the foil and the different col- 
lector number. 


Now that there is a base 
set Pikachu and a Jungle 
Pikachu, can | put eight 
Pikachu in my deck? 

Sorry, but no. You can have only four 
cards with the same name in your deck. 
It doesn’t matter what else is on the 
card. So you could have three Jungle 
Pikachu and one base set Pikachu in 
your deck, but no more than four cards 
that have the name “Pikachu.” 


| bought a Jungle theme 
deck, and it has cards in it 
that aren’t from Jungle. 
Why is that? 
That’s normal. There aren't enough 
cards in the Jungle expansion to make 
a deck just using Jungle cards. For 
example, there are no Energy cards 
in Jungle. So we added some base set 
cards, too. If you want only Jungle 
cards, you should buy Jungle boosters. 
They contain nothing but 
Jungle cards. 


YY ROBERT GUTSCHERA 


QUESTIONS ABOUT FARTICULAR CARDS 


I have two different cards 
that both say “‘Evolves 
from Eevee.” Is that a 
mistake? 

No, Eevee is a special Pokémon. There 
are three different Pokémon that Eevee 
can evolve into: Flareon, Jolteon, and 
Vaporeon. If you have Eevee on the 
table and all three of these cards in 
your hand, you can evolve Eevee into 
whichever one of them you want! 


Is the Nidoran in Jungle the 
same Pokémon as the 
Nidoran in the base set? 
No, it’s a different Pokémon. The & 
means “male” and 9 means “female.” 
So Nidoran & eventually evolves into 
Nidoking, and Nidoran 9 eventually 
evolves into Nidoqueen. Nidoran 0 
and Nidoran @ count as different cards 
in every way. For example, you could 
have four of each in your deck. 


How does Venomoth’s 
Pokémon Power Shift 
work? 

Venomoth starts out as a 
Grass Pokémon, but Shift 
changes Venomoth’s type to 
whatever type you want. 
For example, you could 
change Venomoth’s type 
to Fire, Fighting, or 
another type. This 
doesn’t change any- 
thing else about 
Venomoth, like 
its attack costs or 
its Weakness or 
Resistance. But if 
your opponent’s 
Pokémon has a 
Weakness to Fire, 
for example, you 
might use Shift 
to change 
Venomoth’s 

type to Fire. 


Can you give me an 
example of how 
Butterfree’s Mega 
Drain works? 
Sure. I'll give you two. If you attack 
with Mega Drain and do 40 damage, 
you can remove two damage counters 
from Butterfree. But if you attach a 
Plus Power to Butterfree first, Mega 
Drain will do 50 damage. You then get 
to remove three damage counters from 
Butterfree. Why three counters? 
Because half of 50 is 25, which you 
round up to 30. © 


Does the Jungle Pikachu’s 
Spark attack do damage 
to both the Defending 
Pokémon and a Pokémon 
on the Bench, or just one 
or the other? 

The Spark attack damages both. In 
general, you do the attack damage and 
you follow any special instructions on 
the card. If the attack damage has a 
special symbol next to it, you just do 
what the attack text says. 


If | attack with 
Venonat’s Leech 
Life and do 10 
damage, how 
many damage 
counters do I 
remove from 
Venonat? 

You remove one 
damage counter, 
which equals 10 


damage. 
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Choose unit typesi 
fleet formations 
and flight tactics 
to create the 
best combat group 
for each tactical 
Situation. 


of the Show £3 1998 -CGu 


An advanced research 
tree lets you construct 
S4 ships between two 
distinct races. from 
lightly armored fighter 
class interceptors 
to gigantic carriers 
that can build 
and transport up to 250 
ships into battle- 


Find detailed gameplay and ship specifications at www-homeworld-net ) 


i : G 
©1999 Sierra On-Line Inc., All rights reserved. Sierra, Sierra Studios and the Sierra logo are trademarks and Homeworld is a registered trademark of Sierra On-Line Inc. Relic Entertainment is a trademark of Relic Entertainment Inc. 


Detailed weapon systems 
— including mass drivers, 
guidedgmissiles, 
ion cannons ‘and mines — 
operate automatically 
to track multiple 
or single targets- 


LOCATION: The Great Wasteland. 
DESTINATION: Galactic Core- 


WARNING: 


Enemy Talidan strike force sighted. 


Mothership under attack. 

Taiidan Carrier with Missile 
Destroyer and Assault Frigate Fleet 
nearing striking distance. 


Dispatching Kushan Scout squadron 
in Delta Formation. 


Time to intercept... 


‘Winner of UGO's Best Real-Time Strategy Game of EJ 


Lead yee Armada through 
lb single-player 
missions. or play against 
seven opponents over 
the Internet or LAN in 
multiplayer scenarios. 
A robust mission 
editor lets you create 

your own maps for 
online campaigns: 


Explore super-detailed 
galactic regions, from 
asteroid fields to 
nebulae to dust clouds- 


Command the smallest 
scout ship or 
your entire armada in 
an unrestricted 3D 
world for pinpoint 
control - 


RATING PENDING 


PO ee by Michael G. Ryan 


our friends call you Venusaur, and you answer. You “stay on 
the move to seek sunlight.” And if there aren't some great 
Grass Pokémon in Jungle, somebody’s going to get 
Solarbeamed. : 

Well, don’t worry—there are lots of new Pokémon to go around for 
players of every type...except maybe for you Psychic fans. 


LAWN CLIPPINGS 
What grows in the Jungle? Lots of grass, of course, and the Jungle 
expansion is loaded with 18 Grass Pokémon! In addition to the 
Nidoqueen-Nidorina-Nidoran Q Pokémon, you'll find some other 
pretty amazing Pokémon of this type. Bellsprout, for example, lets you 
search your deck for a Basic Pokémon named Bellsprout and put it on 
_ your Bench. That lets you have a Bellsprout safe on your Bench, 
where it can evolve. — your first Bellsprout takes your oppo- 
nent’s attacks! 


expansion, 
Jungle set. 


Oddish is another fine Pokémon that becomes-very dangerous (to 
_ your opponent) when it evolves into Gloom. eo ha Oc 
attacks. Poisonpo 
Energy! Foul Ode 
will make both G 


tiends will start t 
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Sure, it could be warmer, but 
Fire-lovers still get two hot 
Pokémon in Jungle. Look for 
Rapidash, the Stage 1 Evolution of 
Ponyta, and Flareon, one of the 
three Stage 1 Pokémon that can 
evolve from Eevee. Like Jolteon and 
Vaporeon, Flareon has Quick Attack 
(which does at least 10 damage and 
might do 30 if you get heads when 
you flip a coin). Lucky Flareon also 
gets Flamethrower, an attack that does 
60 damage if you discard 1 Fire Energy 
card attached to Flareon. 

And finally, there’s lonely Mr. Mime, Jungle's only 
Psychic Pokémon. But don’t feel too bad for Mr. Mime— 
it has a nice Pokémon Power, Invisible Wall, that will 

hold off up to 30 damage. And when Mr. Mime goes on 
the attack with Meditate, it does 10 damage plus 10 more 
for each damage counter on the Defending Pokémon. 

See what happens when you interrupt a mime? 


WATER, WATER, 
EVERYWHERE... 


...but not too much Water in Jungle. Only three new 
Water Pokémon swim to the surface this time: 
Goldeen, Seaking, and Vaporeon, all fine Pokémon. 
In fact, Vaporeon has a Water Gun attack that’s 

just as good as Poliwrath’s! 


/GHTNING 
STRIKES THRICE 


here’s not as much voltage in 


chu will continue to be a 
favorite. Pikachu’s new Spark 
attack \does 20 damage to the 
Defending Pokémon and 10 
damage to one of your opponent’s 
nched Pokémon. The remaining two Lightning DOUBLE COLORLESS GOLDMINE 
non, Electrode and Jolteon, are both rare. Each So many Jungle Pokémon can use Colorless Energy that you'll 
exciting new attack. Jolteon can even do as much want to include four Double Colorless Energy cards from the 
age if you get heads on 4 coin flips. base set in every deck. Electrode, Flareon, Jolteon, Pidgeot, 
Vaporeon, Butterfree, Persian, Rapidash, Tauros, Meowth, and 
Paras all have a first attack that requires 2 Colorless Energy. 
And what do you get for that Energy? Well, 20 damage is 
about average, but a few Pokémon might do as much as 30 if 
you get a good coin flip. 

Plus, some of these Pokémon are almost ready to use 
their second attacks after you attach a Double Colorless 
Energy to them. Pidgeot, for example, only needs 1 
more Energy (of any type) to cause a Hurricane of 30 
damage. If Hurricane doesn’t Knock Out the 
Defending Pokémon, your opponent has to put it and 
all cards attached to it back into his or her hand! 

The Double Colorless Energy cards help a lot of 
other Pokémon from Jungle. Many Jungle Pokémon 
have a first attack that only needs 1 Colorless Energy 
(like Clefable, Kangaskhan, Wigglytutf, Lickitung, 
Eevee, Jigglypuff, Rhyhorn, and Spearow), and a 
Double Colorless Energy is enough (or almost enough) 
for their second attacks. In fact, with a Double Colorless 
Energy and a Fighting Energy attached to it, Rhyhorn 
can do 30 damage! With 2 Double Colorless Energy 
attached to it, Kangaskhan can do Comet Punch—flip 
4 coins and do 20 damage times the number of heads! 

Once you've had a chance to play with the new 
Pokémon in the Jung/e set for a while, you'll find your 
friends will stop calling you Venusaur and start calling 
you by your rea/ name—Kangaskhan! And when they 
finally pick the cast for the Pokémon movie? 

' Hitmonchan? Nah—you'll be ready to play Scyther 
“with ninja-like agility.” © 
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AN INTERVIEW 


WUT FOUR ZOLZUNON PZAHGNZES 


by J Kovach (Web research by Jana Wright) 


Recently, we had the oppor- DUELIST: What was your first reaction when you 
realized Pokémon was so successful? 

ROGERT: We hoped it would do well but it quickly outgrew what we 
Peterson, Robert Gutschera, expected. We were so surprised when we had to keep printing cards. Each 
Glenn Elliott, and Shawn print run would be even larger than the last one. When we look back at our 

first print run now, it looks incredibly small to us. 
Carnes, designers that work SHAWN: | said, “Really?!” I was surprised at the sudden success. It 
on the Pokémon tradin g made me happy to see so many people, young and old, discover that 


tunity to sit down with Paul 


Pokémon was a good game. The more people who become aware of games 
card game at Wizards of that aren't video games or single-player games, the better it is for all games 


the Coast. Each of these ang everyone ino pike WERE 

How is playing the Pokémon card game different 
\ from playing other trading card games? 
Pokemon by creating Do you like the differences? 

ROBERT: There are several differences. 


Since you only Knock Out one Pokémon a turn, there’s no “instant win” 


designers contributes to 


preconstructed theme decks, 


tracking translation issues the way there can be in the Magic trading card game, so games aren't as 
from the origin al J apanese much about the instant win. Also there’s more time to do interesting things 
like play Evolution cards. 


game, and writing about Evolution is a lot of fun. In some sense it 


Pokémon for 


works like creature enhancements in Magic, but 


the feel is very different. The slower pace of the 


magazines. game and the lack of “defeat a creature” cards 


The four were means that Evolution is 


much stronger in 


excited about the Pokémon than 
release of the Jungle similar effects in 
other games. 

The fact that only 


one creature fights at 


set and even more 
thrilled about the future 


: : a time keeps the game 
releases they’re working on. 


much simpler. 

: You don't do stuff on 
fi on En = your opponent's turn. 

I like all of the 
differences except 


They promised that new 
levels of depth and power 


are coming to the game. 
maybe the last one, 
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imes you would like to do more while waiting for 


t to finish his or her turn. 


implifies things. You really only have to worry about 


becomes more complicated as you become more expelled so it 


stays challenging. 


What kind of deck do you like to play with? 

SHAWN: My favorite deck was one that I posted to the Internet. It 
was called “Psychic Assault” and is mainly a Psychic/Fighting deck. My ~« 
dream is to build a strong card manipulation deck. I am working on it butt 


haven't quite got it the way I want it yet. 
PAUL: | love fast decks with little guys that hit naa 
GLENN: 1 like decks that don’t do much for a while, They are defen 
sive at first. Then, when they are set up, they really ki q sneaking up on 
you. Psychic and Fire are the best types for that. 


Basic Pokémon 
Za 


Which is your favorite preconstructed deel? 

ROBERT: “Overgrowth,” because I like Evolution. J think 
Evolution is very interesting because it makes you think differe’ 
about combinations in collectable card games. The timing 


in Pokémon is different from that in other games. So| 


in. If tails, 


oes 2 co there is actually more time to set things like this up with 
out fear of losing the game before it’s ready. 
PAUL: “Blackout,” because it’s an Energy destruction, 


deck so it’s cool to play with. It’s also the one I created, 


Bindery bira 
me re seid to 


eee ote ee 


Which is your favorite Pokémon 
and why? 

ROGERT: Farfetch’d is my all-time favorite. In a. 
there is a legend about the character. It’s known thereja ‘Onion Duck, 


from the Japanese saying, “The duck comes bearing aff Onion.” The 
story is that if you are in the woods starving, and can't find something to 
eat, you look for a duck so you can catch it and eat it. 9 and behold, 
not only does a duck come along, but it’s also carrying an onion in its 
bill to season it with when you cook it. In this Pokémon’s first attack, 


Farfetch’'d hits opposing Pokémon with the onion it « arries in its bill. 
In its second attack, Farfetch’d hits with the cooking pot itself. 
PAUL: | really like the bird Pokémon and my fayorite of 

those is Zapdos. He is the coolest because he has a Pig 

Thunderbolt attack. 


Why is the new set called Jungle? 
ROGERT: It’s a direct translation from the Japanes ard s 
and many of the Pokémon are jungle-themed in nature. 
PAUL: In the story, the main character, Ash, has a goal 
many players share—he is racing to collect all 150 Pokémon. In 


order to find more to collect, he goes into the jungle te search. 


DUELIST 


How will the 
ungle set change the 
Pokémon enviro Va ent? 
SHAWN: It adds new Pékémon and 


trengthens the Evolutig ains. 


a lot of new Grass 

ca little more power- 

ess to Fire. 
become wéakets because Fighting 
b Weakness toGitass. Also, Grass 

bme\ feicr tOWuild because there are 

$s-the Bed cardsoffered in Jungle. 


ca tOF i 
rite Jungle 


? I really like Scyther because 
f fast attacks. I also like Mr. Mime 
goofy-looking and it’s a robot 


is fun. It’s great because it’s so 


ensiy is-ca y frustrate your opponent. 
“SHAWN: Mankey’s my favorite because it has a 
pecial Power that allows you to look at any face-down 


d, including a Prize card. That can really give you an edge. 
PAUL: Scyther. How can you not like a Pokémon with blades on its arms? 


What’s your favorite trick to set up in Pokémon play? 
SHAWN: I really like to use Trainer cards to change the odds, either to 
make Pokémon last longer or to draw more cards. The prospect of drawing more 


icards is very powerful. 

GLENN:/My favorite card is Scoop Up because it’s a combination of 
Syvitch and/Super Potion. It lets me pick up my Active Pokémon so I can 
ther one into Beye Wh a Pokémon is picked up, all the damage 
yed"Then it can be played fresh again. I also like get- 
ause it allows me to move damage counters around. I 
ge out among my Pokémon on the Bench. To be pretty 
like to have Alakazam on the Bench and Kadabra as my 


flext? Where is the Pokémon TCG going? 
NV: The Pokémon TCG is pushing ahead in getting out all the 


is all 150, as well as introducing new play techniques via the 


Next ct up.. .players discover a mysterious fossil... 


GERT: We don’t want to give it all away! © 


DUELIST SEPTEMBER 1999 


THEN E D26,6= 


44 


SEPTEMBER 1999 


DUELIST 


by Shawn F. Carnes and Glenn Elliott 


o win a Pokémon battle, you need the right Pokémon 


and the best attacks. It may-be_hard to come up witha 


good deck the first time you play. That’s why. we’ve built the 
“Water Blast” and “Power Reserve” decks. Armed. with these 


theme decks and a little knowledge, you'll be ablé’to.defeat 


anyone who opposes your quest to become the best’ Pokémon 


trainer ever! Let no one stand in your path! 


WATER BLAST 


The “Water Blast” deck uses beefy 
Pokémon like Seel and Rhyhorn to buy 
some time while Meowth gets you extra 
cards. At the same time, you can develop 
nice Water Pokémon on your Bench. 
These Pokémon have the cool Water 
Gun attack that does extra damage for 
each Water Energy you attach. Water 
Gun can do some hefty damage that few 
Pokémon can stand up to! 

Another way to win with this deck is 
to evolve Rhyhorn into Rhydon or 
Meowth into Persian. Both of these 
evolved Pokémon are pretty scary when 
they use their most powerful attacks. 
Machop is another good Basic Pokémon 
you can rely on to Knock Out your 
opponent’s Pokémon. With 18 Basic 
Pokémon in the deck, you're sure to have 
one in your opening hand. 

The Trainer cards in the deck serve a 
lot of functions. Potions and Super 
Potions help heal Pokémon, giving your 
heavy hitters more play time. Switch 
allows you to make a quick change with- 
out discarding any Energy. Gust of 
Wind gets a Pokémon you want to 
Knock Out back into the arena. Finally, 
Professor Oak can get you 7 new cards 
when you get low on cards in hand! 


The most important thing to remem- 
ber when playing the Water Blast-deck is" 
that you won't win right away unless 
your opponent is unlucky. Always work 
on building up an Evolution Pokémon 
that can clean up the arena for you. Plus, 
don't be afraid to use your Pokémon 
attacks to draw cards. Getting more 
cards into your hand gives yowa better 
chance to get that Evolution Pokémon 
ready for battle. 


IMPROVING THE CECK 
Look at the altered deck for an 
interesting twist on this deck, Remove 

2 Machop, 3 Rhyhorn, 1 Seel, and 14 
Fighting Energy. Then add 4 Kan- 
gaskhan, 1 Vaporeon, 2 Switch, 1 Profesz 
sor Oak, and 12 Water Energy. 

This turns Water Blast into a Water- 
based deck instead of a Fighting/Water 
deck. This change means yourean»focus 
more on Water Gun and helps you, draw 
even more cards. Kangaskhan; for exam 
ple, has an attack that allows you to draw. 
a card. The second Vaporeon giyes you a 
better chance of doing damage with 
Water Gun. And, with all that extra 
Water Energy, Vaporeon's Water Gun 
can do a lot of damage now. 


ee onto your Le a 
t good, huh? 


Of course;'the or Reserve” de Gloom, 1 Jynx, ai Langask 
tj filli Bench, add 4 Jigglypuff and Wigs 
fl ee ee Do the Wave 


Evolves from Clefaity Put Clefable on the Basic Pokémon 


Clefable 70 HP® 


Metronome Choose | of the Defending 
Pokémnon’s attacks, Metronome copies that attack 
except for its Energy costs and anything else 
required in order to use that attack, such as 
discarding Energy cards. (No matter what type the 
Defending Pokémon is, lefable’s type is stl Coforess.) 
Minimize Ait damage done by attacks to Clefable 


26) AR) during your opponents next turn is reduced by 20 
(after oppying Weakness and Resistance). 


weakness 
| Axinid Fatry Bokdimon that is rareh seen. ie wil 
the moment ft sentes people. LV. 34 ae 


retreat cost 


Basic Pokémon 


pangaskhan 


Parent Pokémon. Length: 7' 3”, Welght: 176 Ibs. 


2) Fetch Draw a card, 


Comet Punch Flip 4 coins, 
ded 20x 


This attack does 20 damage times 
2) AR) the number of heads, 


Tesistance retreat cost 


® 30 fs) 


The infant rarely ventures out of its mother’s ‘protective | 
arene years old, tao Mis ie 


iouhire Agr” G1, 16,98 Nowra, Cranes, GAMEAREAR. Or Wears SIM 


Basic Pokémon 


Pinsir 


o¢ @ Wronerip fee fhe 20 


Defending Pokemon is now Paralyzed, 


hdd 


Guillotine 
# # 


[it folls to crush the victim in 
‘round and toss it hard. 1 


oo 


9/64 x, 25/64 « 


Put Electrode on the Basic Pokémon 


Electrode 90 HP 


A 


a 


4 4) Pokémon isn't aero, this attack does 20 


10 damage to each Benched Pokémon of 
the same type as the Defending Pokémon 
(including your own). 


weakness 


resistance Tetreat cost 


jergy under very high pres 
ro provacation. LV.42, #101 


'Nimcenda, Creatures, GAMEFREAK. ©1999 Wir. 


Electrode 2/64 *, 18/64 * 


Ainja-like agility and spe 


‘there is more than 


one off EM, 


. 


‘does 10 damage plus 20 1 
ets this attack does 10 damage, 


7/64 x, 23/64 * 


Rekanen Power; Thick Skinned 
Snorlax can't become Asleep, Confused, Paralyzed, or 
Poisoned. This power can’t be used if Snorlax is 
already Asleep, Confused, or Paralyzed. 


ed Body Slam Filip a coin. if heads, the 
hp Detenting Pokdmon is now Paralyzed 


‘weakness 


= 


j lazy. Just eats and sleep: ‘bul 
ie ena eee ivto. als 


has (G10, 96,96 Necendo, Creare, GAMEFREAR U8 Wher 


11/64 x, 27/64 « 


Evolves from Eevee Put Jelteon on the Basic Pokémon 


Jolteon 


ig Pokémon. Length: 2° 7", Wal 


Quick Attack Flip a coin. If heads, 
this attack does 10 damage plus 20 more 
damage; if tails, this attack does 10 damage. 


QD” Pin Missile Flip 4 coins. This attack 20x 


does 20 damage times the number of 
2) heads. 


weakness resistance Tetreat cost 


| ft accumulates negative ions from 
{out 10,000-vole lightning bolts, LV.29 #135 


tha gears Himes O18 9.98 Noni, Ceres GAMEREAK O19 Wine. 4164 


4/64 *, 20/64 * 


Put Pidgeos on the Stage 


80, HP. 


Pls) Wing Attack 


Hurricane Unless this attack Knocks 
(BBD our'the Defending Pokémon, return the 30 
2) Defending Pokémon and all cards 
hy attached to it to your opponent's hand, 


Tetreat cost 


7 Wha bun lng, skis the of t es 
HL nce ore tober 


161095, 94 96 Necndo, Cuore, GAMERREAK 198 Winch 


Pidgeot 


Vaporeon 


* Rare holofoil * «Rare @ Uncommon 


Evotves feet Maifiedl Pe Wicd ta Bate Aa 


akémon. Length: 3' 3", 


i i » Lullaby The Defending Pokémon is 
than Colorless, This pow 'with his or her Active Pokémon. none 
Nenomoth is Asleep, Coed, ‘or Paralyzed, 
Ve ; it Acid Flip a coin. If heads, the {gm Do the Wave Does 10 damage 
r) @ Mails ae he @ @ Defend: | Miicnicans cerca es ‘ plus doredanesctocecha = |OT 
Confused and Poisoned. during your ae ‘Confused | your Benched Pokémon. 


| The body is id rubbery. Wh 
Se 


Victreebel 14/64 x, 30/64 x Vileplume 15/64 x, 31/64 * 16/64 *, 32/64 x 


_ Put Dodrio om the Basie i... Evolves from Spearow Put Fearow on the Basic Pokémon 


Fearow 70H 


jokémon. Length: 5' 11", Weight: 188 Ibs. ; 0 ig ‘ ve p jon. Length: 3° 11" 


Pokémon Power; Retreat Aid As fon, § j : 
ene te ts Dendy eke iDs | U Ga eerste pe) Wes wo eet ya | panched Ps ee eae 20 
ie ci tihng the Pokemor) ; ‘Active Pokémon. (W)  attacks, including damage, done to Fearow, 
Mega Drain Remove a number of —_ Seer a er Big Eggsplosion Flip a number of 
@ carnage counters from Burcertree equal to 40 Bi Rage Does 10 damage plus 10 more >) _ coins equal to the number of Energy rr) 
Foxe “ae Be ee afending ® damage for each damage counter on IQ attached to Exeggutor. This artack does Drill Peck 
hoc eel Weakness on Dodrio. : 20 damage times the-number of heads, Re 


ness resistance Tetreat cost 


b ‘o™ 


aM Le eee ie sxecute complex plans. While aces i ings, It con 
ne oeepieger s inue © in Exegge OS , f 27 ps 


"Gi 9.90 ener, Caren CAMERAK G1 Win AIG @ 


Rove fos 


kémon. Length: 3° 11", 


Tongue Wrap Filip a coin. If : Ir a co 
heads, the Defending Pokémon is | _—- 0 i : : laine 
now Paralyzed. ‘De Pokémon is now Confused. 
Sar ee Call for Friend Search your deck for 2 @ —— 
Foul Odor Both the Defending Superconic «i hoe (@ @ bose Pokemon card and pur ic onto your Bench. os Double Kick Fip 2 coins, This 
@ Pokémon and Gloom are now 2 BP is Bee coin t heads afterward. (You con't use this ee attack does 30 damage times the 30x 
dam s 5 


Defending Pokémon is now Confused. 


) __ 8: 
‘ts tongue can be extended like a chameleon’s. 
sation when it licks enemies, LY. 26 # 


_| Gloom 37/64 @ Lickitung 38/64 @ Marowak 39/64 @ Nidorina 40/64 @ | 


,__Evoles from Paras | Pu: Parstees SM Bale Fin 


Parasect OO URe 


‘Spore 7 
Asleep, 


Be 


Put Persian on the Basic Pokémon 


7OHPS 


t Pokémon. Length: 


Scratch 


idst-porasite pair 
ith facil 


R hydon does 20 damage to itself 
 ) C) your opponent has any Benched Pokémon, 


Basic Pokémon 


Ils) 


a Vine Whip 


Pounce If the Defending Pokémon attacks 


4 i» Ps) Persian during your opponent's next turn, any 3 0 


ns damage done by the attack is reduced by 10 


(AD (ofter applying Weakness and Resistance) 


(Benching either Pokémon ende.ths effect) 


Call for Family Search your deck for a Basic 
Pokemon named Bellsprout and put ic onto your 
Bench. Shuffle your deck afterward, (You can't use 
this attack if your Bench 1s full) 


resistance Tetreat cost 
on 

i se evrehemmehy rene 

Although its fur hos many admirers, it ls tough to raise ah i 
Because of its flckle meanness. LV. 25 3453 


bali WP rind, rere GAMERREAR O19 Wel 


uring your 
image doe by y 20 
(after applying Weakness and Resistance). (Benching 
either Pokémon ends this effect) 


FF iatnivorous Pokémon thet tape 


| Feat font to soak up: needed molrturks 
os Shs, rant aH 


gaz 10+ 


50/64 @ 


AG 


: 


ge 


skérmnon. Length? 4! 74) 


hae Stomp Flip a coin. if heads, his attack 
Ae Ay dors 20 damage plus 10 more damage:if 20+ 


tails, his attack does 20 damage. 


r Rampage Does 20 damage plus 10 
(2 BW more aamage or ech damage counter .Q-+ 
on Tauros, Flip a coin. tls, Tauros is 
now Confused (after doing damage). 


retreat cost 
targets an enemy, it. charge: <a 
is body with its long tails. LV. 32 #128 : 
ra hors 9098 renana Crares CAPEHEAR Se al OA 


Tail Wag Flip a coin. If heads, the Defending 
Pokemon can't attack Eevee during your 
‘opponent's next curn, (Benching either Pokémon 
‘ends this effect) 


vy igy Quick Attack Flip a coin. If heads, 10+ 


1) (AB) this attack does 10 damage plus 20 more 
damage if cals, this attack does 10 damage. 


weakness Feststance Wetreat cost 
on 
netic code is Irregular. It may mutate if ft ia 
im elemental stones, LV. 12 #(33 
45, e 9Neerd, Centres, GAMEFREAR, 2199 


ae 


| HF heads, during your 


all effects of 
sh. 


| Pub ecpinbil any BORA a8 


70. HE 


inpowder Flip a coin. 
Bs Fe Dee rding Pokemon ¢ 
/ now Poisoned. 


A 


 eetreat cost 


jis Gut polsonpowder to immobile 


oe 
oy 


Weepinbell 


a sbray of ocd | 


Hypnosis the Defending Pokein 
now Asleep, 


Leech Seed Unless all damage 
from this attack Is prevented, you 
may remove | damage counter 


from Exegacute, 


| fiir mistaken for eggs. When disturb by tether 
a ees inane Ld a 
ssicniiniia addin i aA PE 


Basic Pokémon 


Nidoran 2 


Fury Swipes flip 3 coins This atad 
Ge 0 darage ames the number of 
ieads. 2 
Call for Family Search your deck for a 
._ Basic Pokémon named Nidoran O' or 

> @ Nidoran © and put it onto your Bench, Shuffle 
your deck afterward. (You can’t use this attack if 
your Bench is full) 


Tees small, its venomous barbs 
“dangerous. The female has smaller horas. 


* émon can't attack Rhyhorn during 
A your opponent's next turn. (Benching 
either Pokémon ends this effect.) 


es Horn Attack 


7 Rhyhorn 61/64 e 


Basic Pokémon 


Balloon Pokémon. Length: 


Lullaby The Defending Pokémon is 
now Asleep. 


2) Pound 


weakness “resistance ~—~*«Ue treat cost 
® @~ eed 
{ When its huge eyes light up, it sings a mysteriously soothing | 
| melody that luls its enemies to sleep. LV. 14 #39 


Aton, Ragnar Hohn” 1995 90 8 Nanda Canis, CAMEFREAK GIPPH Wr | $4164: @ 


Basic Pokémon 


Oddish 


‘Weed Pokémon. Length: I' 8", Weight: 12 Ibs. 


___ Stun Spore ip 2 coin. if heads the 
4.22 5. 10 


Sprout Search your deck for a Basic Pokémon 

oe named Oddish and put it onto your Bench. 
Shuffle your deck afterward. (You can’t use this 
attack if your Berich ts full) 


resistance 


ring the day, it keeps its face bur 
wanders around sowing its seeds. 


‘ Peck 


3 & Mirror Move If Spearow was attacked 
: last turn, do the final result of that attack 
2 on Spearow to the Defending Pokémon. 


‘weakness Tesistance Tetreat cost 


on 
| Eats bugs in ee areas. It has to flap its short wings at high | | 
i irborne. LV.13 #21 


596,98 Nicanda Crenures CAMEFREAK ©1999 Wards — 62/68 @ 


Spearow 


~ Pig Monkey Pokémon. Length: |‘ 8", Weight: 62 Ibs. 


Pokémon Power: Peele Once during your turn 
(before your attack), you may look at one of the 
following: the top card of either player's deck, a 
random card from your opponent's hand, or one of 
either player's Prizes. This power can't be used if 
Mankey is Asleep, Confused, or Paralyzed, 


Scratch 


Yesistance 


E Repo igre 
ng away the next. LY.7 #56 


Basic Pokémon 


Venonat 


| Insect Pokémon. Length: 3' 3", Wel 


Stun Spore Flip a coin. if heads, the 10 
Deeg Foktrvon is nove Paralyaed. 


Leech Life Remove a number of 
damage counters from Venonat equal to 
2K) the damage done to the Defending | 0 


Pokémon (after opplying Weakness and 
Resistance). 


Lives in the shadows of tall trees where It Tagects fete 
| attracted by light at night. LY. 12 #48 
[ar Moire hte Giv. 9 Nets Crna, GAMEREAR SIPs EXTGA @ 


63/64 @ 


Basic Pokémon 


Meowth 


® X) Pay Day Filip a coin. If heads, 


draw a card. 


‘weakness 


‘Adores circular objects. Wanders the streets on a nigi 
basis 29 look for dropped loose change. LY. 15 #52 


[Boaeieadhcht 


‘tax chive Arita’ 819996 9 Nanda Creates GAPOREAK 1) Winds S6IBA @ 


Basic Pokémon 


Pikachu 


Spark if your opponent has any 
Benched Pokémon, choose | of 
4} A) them and this attack does 10 
damage to it. (Don’t apply Weakness 
and Resistance for Benched Pokémon.) 


‘weakness Tesistance Tetreat cost 


{When several of these Pokémon gather, their electricity ‘can 
| Bulld and cause lightning storms. LV.14 #25 \ 


536138 Nitendo, Creare, GANEFREAK. ©1999 Ward 


Pikachu 


Flip a coin. If heads, you may 
search your deck for any Basic 
Pokémon or Evolution card. Show 
that card to your opponent, then 
put it into your hand. Shuffle 
your deck afterward. 


oe : SB 


Poké Ball 
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Base oral 


[| 43/102 @ Abra 


1/102 @ Alakazam 
2/102 @ Blastoise 
3/102 & Chansey 
4/102 ® Charizard 
5/102 & Clefairy 

6/102 @ Gyarados _ Atrocious Pokémon—Stage 1 
7/102 @ Hitmonchan _— Punching Pokémon—Basic 
8/102 @ Machamp Superpower Pokémon—Stage 2 
9/102 @ Magneton Magnet Pokémon—Stage 1 
10/102 @ Mewtwo Genetic Pokémon—Basic 
11/102 @ Nidoking Drill Pokémon—Stage 2 
12/102 @ Ninetales Fox Pokémon—Stage 1 
13/102 @ Poliwrath Tadpole Pokémon—Stage 2 
14/102 @ Raichu Mouse Pokémon—Stage 1 
15/102 @ Venusaur Seed Pokémon—Stage 2 
16/102 @ Zapdos Electric Pokémon—Basic 
17/102 @ Beedrill © Poison Bee Pokémon—Stage 2 
18/102 & Dragonair Dragon Pokémon—Stage 1 
19/102 @ Dugtrio Mole Pokémon—Stage 1 
20/102 @ Electabuzz Electric Pokémon—Basic 
21/102 @ Electrode Ball Pokémon—Stage 1 
22/102 & Pidgeotto Bird Pokémon—Stage 1 
23/102 & Arcanine Legendary Pokémon—Stage 1 
24/102 @ Charmeleon Flame Pokémon—Stage 1 
25/102 @® Dewgong Sea Lion Pokémon—Stage 1 
26/102 & Dratini Dragon Pokémon—Basic 
27/102 & Farfetch’d Wild Duck Pokémon—Basic 
28/102 @ Growlithe Puppy Pokémon—Basic 
29/102 @ Haunter Gas Pokémon—Stage 1 
30/102 @ Ivysaur Seed Pokémon—Stage 1 
31/102 @ Jynx Human Shape Pokémon—Basic 
32/102 @ Kadabra Psi Pokémon—Stage 1 
33/102 @ Kakuna Cocoon Pokémon—Stage 1 
34/102 @ Machoke Superpower Pokémon—Stage 1 
35/102 ® Magikarp Fish Pokémon—Basic 
36/102 #@ Magmar Spitfire Pokémon—Basic 
37/102 @ Nidorino _— Poison Pin Pokémon—Stage 1 
38/102 @ Poliwhirl Tadpole Pokémon—Stage 1 
39/102 & Porygon Virtual Pokémon—Basic 
40/102 & Raticate Rat Pokémon—Stage 1 
41/102 @ Seel Sea Lion Pokémon—Basic 
42/102 ® Wartortle Turtle Pokémon—Stage 1 


Psi Pokémon—Stage 2 
Shellfish Pokémon—Stage 2 
Egg Pokémon—Basic 

Flame Pokémon—Stage 2 
Fairy Pokémon—Basic 


DUELIST 
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Rare 


Common 


Psi Pokémon—Basic 

Seed Pokémon—Basic 

Worm Pokémon—Basic 

Lizard Pokémon—Basic 

Mole Pokémon—Basic 

Twin Bird Pokémon—Basic 
Hypnosis Pokémon—Basic 
Gas Pokémon—Basic 

Poison Gas Pokémon—Basic 
Superpower Pokémon—Basic 
Magnet Pokémon—Basic 
Cocoon Pokémon—Stage 1 
Poison Pin Pokémon—Basic 
Rock Snake Pokémon—Basic 
Tiny Bird Pokémon—Basic 
Mouse Pokémon—Basic 
Tadpole Pokémon—Basic 

Fire Horse Pokémon—Basic 
Rat Pokémon—Basic 

Mouse Pokémon—Basic 

Tiny Turtle Pokémon—Basic 
Mysterious Pokémon—Stage 1 
Starshape Pokémon—Basic 
Vine Pokémon—Basic 

Ball Pokémon—Basic 

Fox Pokémon—Basic 

Hairy Bug Pokémon—Basic 
Trainer 
Trainer 
Trainer 


44/102 @ Bulbasaur 
45/102 @ Caterpie 
46/102 #@ Charmander 
47/102 @ Diglett 
48/102 & Doduo 
49/102 @ Drowzee 
50/102 @ Gastly 
51/102 @ Koffing 
52/102 @ Machop 
53/102 @ Magnemite 
54/102 @ Metapod 
55/102 @ Nidoran o 
56/102 @ Onix 
57/102 ® Pidgey 
58/102 @ Pikachu 
59/102 @ Poliwag 
60/102 & Ponyta 
61/102 ® Rattata 
62/102 @ Sandshrew 
63/102 @ Squirtle 
64/102 @ Starmie 
65/102 @ Staryu 
66/102 @ Tangela 
67/102 @ Voltorb 
68/102 & Vulpix 
69/102 @ Weedle 
70/102 —Clefairy Doll 
71/102 Computer Search 
72/102 Devolution Spray 
73/102 ‘Imposter Professor Oak Trainer 
74/102 Item Finder Trainer 
75/102 ~—- Lass Trainer 
76/102 Pokémon Breeder Trainer 
77/102 Pokémon Trader Trainer 
78/102 Scoop Up Trainer 
79/102 Super Energy Removal Trainer 
80/102 Defender 
81/102 —_ Energy Retrieval 
82/102 ‘Full Heal 
83/102 Maintenance 
84/102 PlusPower 


Trainer 
Trainer 
Trainer 
Trainer 
Trainer 


Rare holofoil 


Uncommon 
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85/102 
86/102 
87/102 
88/102 
89/102 
90/102 
91/102 
92/102 
93/102 


Pokémon Center 
Pokémon Flute 
Pokédex 
Professor Oak 
Revive 

Super Potion 

Bill 

Energy Removal 
Gust of Wind 


Trainer 
Trainer 
Trainer 
Trainer 
Trainer 
Trainer 
Trainer 
Trainer 
Trainer 


Jungle 


Clefable 
Electrode 
Flareon 
Jolteon 
Kangaskhan 
Mr. Mime 
Nidoqueen 
Pidgeot 
Pinsir 
Scyther 
Snorlax 


Fairy Pokémon— Stage 1 
Ball Pokémon— Stage 1 
Flame Pokémon— Stage 1 


Lightning Pokémon— Stage 1 


Parent Pokémon— Basic 
Barrier Pokémon— Basic 
Drill Pokémon— Stage 2 
Bird Pokémon— Stage 2 


Stagbeetle Pokémon— Basic 


Mantis Pokémon— Basic 
Sleeping Pokémon— Basic 


94/102 
95/102 


Potion 
Switch 


97/102 @® Energy 
98/102 ® Energy 
[| 99/102 @ Energy 
100/102 @ Energy 
101/102 @ Energy 
102/102 @ Energy 


ene © 6 © OO @ 


96/102 4% Double Colorless Energy 


Trainer 
Trainer 
Basic 
Basic 
Basic 
Basic 
Basic 
Basic 
Basic 
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Card Set 


33/64 
34/64 
35/64 
36/64 
37/64 
38/64 
39/64 
40/64 
41/64 
42/64 
43/64 


Butterfree 
Dodrio 
Exeggutor 
Fearow 
Gloom 
Lickitung 
Marowak 
Nidorina 
Parasect 
Persian 
Primeape 


Butterfly Pokémon— Stage 2 
Triplebird Pokémon— Stage 1 
Coconut Pokémon— Stage 1 
Beak Pokémon— Stage 1 
Weed Pokémon— Stage 1 
Licking Pokémon— Basic 


Bonekeeper Pokémon— Stage 1 
Poison Pin Pokémon— Stage 1 
Mushroom Pokémon— Stage 1 
Classy Cat Pokémon— Stage 1 

Pig Monkey Pokémon— Stage 1 


Vaporeon 
Venomoth 
Victreebel 


Bubble Jet Pokémon— Stage 1 
Poisonmoth Pokémon— Stage 1 
Flycatcher Pokémon— Stage 2 


44/64 
45/64 
46/64 


Rapidash 
Rhydon 
Seaking 


Fire Horse Pokémon— Stage 1 
Drill Pokémon— Stage 1 
Goldfish Pokémon— Stage 1 


Vileplume 
Wigglytuff 


» Clefable 


Electrode 
Flareon 
Jolteon 
Kangaskhan 
Mr. Mime 
Nidoqueen 
Pidgeot 


Flower Pokémon— Stage 2 
Balloon Pokémon— Stage 1 
Fairy Pokémon— Stage 1 
Ball Pokémon— Stage 1 
Flame Pokémon— Stage 1 


Lightning Pokémon— Stage 1 


Parent Pokémon— Basic 
Barrier Pokémon— Basic 
Drill Pokémon— Stage 2 
Bird Pokémon— Stage 2 


47/64 
48/64 
49/64 
50/64 
51/64 
52/64 
53/64 
54/64 
55/64 
56/64 


Tauros 
Weepinbell 
Bellsprout 
Cubone 
Eevee 
Exeggcute 
Goldeen 
Jigglypuff 
Mankey 
Meowth 


Wild Bull Pokémon— Basic 
Flycatcher Pokémon— Stage 1 
Flower Pokémon— Basic 
Lonely Pokémon— Basic 
Evolution Pokémon— Basic 
Egg Pokémon— Basic 

Goldfish Pokémon— Basic 
Balloon Pokémon— Basic 

Pig Monkey Pokémon— Basic 
Scratch Cat Pokémon— Basic 


» Vileplume 


Pinsir 
Scyther 
Snorlax 
Vaporeon 
Venomoth 
Victreebel 


Stagbeetle Pokémon— Basic 
Mantis Pokémon— Basic 
Sleeping Pokémon— Basic 
Bubble Jet Pokémon— Stage 1 
Poisonmoth Pokémon— Stage 1 
Flycatcher Pokémon— Stage 2 
Flower Pokémon— Stage 2 


Wigglytuff Balloon Pokémon— Stage 1 


57/64 
58/64 
59/64 
60/64 
61/64 
62/64 
63/64 
64/64 
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Poison Pin Pokémon— Basic 
Weed Pokémon— Basic 
Mushroom Pokémon— Basic 
Mouse Pokémon— Basic 
Spikes Pokémon— Basic 
Tiny Bird Pokémon— Basic 
Insect Pokémon— Basic 
Trainer 


Nidoran © 
Oddish 
Paras 
Pikachu 
Rhyhorn 
Spearow 
Venonat 
Poké Ball 


DUELIST 
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Sa 


DOUBLE COLORLESS ENERGY 

Provides (6) \6) energy. Doesn’t count as a basic Energy 

card. 96/102 

CHANSEY 120 HP.& 

Basic Pokémon 

Egg Pokémon 

Length: 3'7" Weight: 76 Ibs. 

Ww: @ R: @ -30 RC: 

a9 Scrunch Flip a coin. If heads, prevent all damage 

done to Chansey during your opponent’s next turn. (Any 

other effects of attacks still happen.) 

(® & eb 29 Double-edge Chansey does 80 damage to 

itself. Damage: 80 

A rare and elusive Pokémon that is said to bring happi- 

ness to those who manage to catch it. LV. 55 #113 
3/102 % 

CLEFAIRY 40 HP® 

Basic Pokémon 

Fairy Pokémon 

Length: 2' 0" Weight: 17 Ibs. 

WwW: @ R: @ -30 RC: 

& Sing Flip a coin. If heads, the Defending Pokémon is 

now Asleep. 

& & & Metronome Choose 1 of the Defending Poké- 

mon’s attacks. Metronome copies that attack except for 

its Energy costs and anything else required in order to 

use that attack, such as discarding Energy cards. (No 

matter what type the Defending Pokémon is, Clefairy’s 

type is still Colorless.) 

Its magical and cute appeal has many admirers. It is rare 

and found only in certain areas. LV. 14 #35 5/102 9% 

POULIO 50 HP® 

Basic Pokémon 

Twin Bird Pokémon 

Length: 4'7" Weight: 86 Ibs. 

WwW: @ R: @ -30 RC: — 

2 Fury Attack Flip 2 coins. This attack does 10 damage 

times the number of heads. Damage: 10x 

A bird that makes up for its poor flying with its fast foot 

speed, Leaves giant footprints. LV. 10 #84 48/102@ 


res from Pidgey 


Pidgeott 


Basie Pokémon 


DRATIN/ 40 HP) 

Basic Pokémon 

Dragon Pokémon 

Length: 5'11" Weight: 7 Ibs. 

Wi R: @® -30 

(® Pound Damage: 10 

Long considered a mythical Pokémon until recently, when 

a small colony was found living underwater. LV. 10 #147 
26/102 


RC: a 


DCRAGONAIR 80 HP ‘#) 

STAGE 1 (Evolves from Dratini) 

Dragon Pokémon 

Length: 13' 1" Weight: 36 Ibs. 

Wi R: @ -30 RC: oe) 

\ (8 a Slam Flip 2 coins. This attack does 30 damage 

times the number of heads. Damage: 30x 

(38) (29 9 9 Hyper Beam If the Defending Pokémon has 

any Energy cards attached to it, choose 1 of them and 

discard it. Damage: 20 

A mystical Pokémon that exudes a gentle aura. 

Has the ability to change climate conditions. LV. 33 #148 
18/102* 


FARFETCH'O 

Basic Pokémon 

Wild Duck Pokémon 

Length: 2'7" Weight: 33 Ibs. 

Ww: @ R: @ -30 RC: 

® Leek Slap Flip a coin. If tails, this attack does 

nothing. Either way, you can’t use this attack again 

as long as Farfetch’d stays in play (even putting 

Farfetch’d on the Bench won’t let you use it again). 

Damage: 30 

2 & & Pot Smash Damage: 30 

The sprig of green onions it holds is its weapon. This 

sprig is used much like a metal sword. LV. 20 #83 
27/102 


Pur Pidgeotto on the Basid 


0 


PIOGEY 

Basic Pokémon 

Tiny Bird Pokémon 

Length: 1'0" Weight: 4 Ibs. 

WwW: @ R: @® -30 RC: 2 

(9 a9 Whirlwind If your opponent has any Benched 

Pokémon, he or she chooses 1 of them and switches it 

with the Defending Pokémon. (Do the damage before 

switching the Pokémon.) Damage: 10 

A common sight in forests and woods. It flaps its wings at 

ground level to kick up blinding sand. LV. 8 #16 57/102@ 

PIOGEOTTO 60 HP * 

STAGE 1 (Evolves from Pidgey) 

Bird Pokémon 

Length: 3'7" Weight: 66 Ibs. 

WwW: @ R: @ -30 RC: 

(28 Whirlwind If your opponent has any Benched 

Pokémon, he or she chooses 1 of them and switches it 

with the Defending Pokémon. (Do the damage before 

switching the Pokémon.) Damage: 20 

8 8 a Mirror Move If Pidgeotto was attacked last 

turn, do the final result of that attack on Pidgeotto to the 

Defending Pokémon. 

Very protective of its sprawling territory, this Pokémon 

will fiercely peck at any intruder. LV. 36#17 == 22/102 

PORYGON 30 HP 

Basic Pokémon 

Virtual Pokémon 

Length: 2'7" Weight: 80 Ibs. 

WwW: @ R: @ -30 RC: a 

2 Conversion 1 If the Defending Pokémon has a 

Weakness, you may change it to a type of your choice 

other than Colorless. 

(& & Conversion 2 Change Porygon’s Resistance to a 

type of your choice other than Colorless. 

A Pokémon that consists entirely of programming code. 

Capable of moving freely in cyberspace. LV. 12 #137 
39/1020 

RATTATA 30 HP® 

Basic Pokémon 

Rat Pokémon 

Length: 1'0" Weight: 8 Ibs. 

WwW: @ R: @ -30 

a Bite Damage: 20 

Bites anything when it attacks. Small and very quick, it is 

acommon sight in many places. LV. 9 #19 61/102 


RC: — 


ee 


Lee 


STAGE 1 (Evolves from Rattata) 

Rat Pokémon 

Length: 2' 4" Weight: 41 Ibs. 

w: @ R: @ -30 RC: ® 
&® Bite Damage: 20 

® & & Super Fang Does damage to the Defending 
Pokémon equal to half the Defending Pokémon’s remain- 
ing HP (rounded up to the nearest 10). Damage: ? 

It uses its whiskers to maintain its balance. It seems to 
slow down if they are cut off. LV. 41 #20 40/102 


97/102® 


30 HP® 
Basic Pokémon 
Mole Pokémon 
Length: 0' 8" Weight: 2 Ibs. 
Ww: @ R: @ -30 
® Dig Damage: 10 
® ® Mud Slap Damage: 30 
Lives about three feet underground, where it feeds on plant 
roots. It sometimes appears above ground. LV. 8 #50 
47/102@ 


70 HP® 

STAGE 1 (Evolves from Diglett) 

Mole Pokémon 

Length: 2' 4" Weight: 73 Ibs. 
WwW: @ R: @ -30 RC: 9 

& & *® Slash Damage: 40 

® @ ®& ® Earthquake Does 10 damage to each of 
your own Benched Pokémon. (Don’t apply Weakness and 
Resistance for Benched Pokémon.) Damage: 70 
A team of Diglett triplets. It triggers huge earthquakes by 
burrowing 60 miles underground. LV 36#51  19/102* 


70 HP® 
Basic Pokémon 
Punching Pokémon 
Length: 4'7" Weight: 111 Ibs. 
Ww: @ R:— RC: 2&8 ao 
® Jab Damage: 20 
® ® & Special Punch Damage: 40 
While seeming to do nothing, it fires punches in lightning- 
fast volleys that are impossible to see. LV. 33 #107 

702% 


50 HP® 
Basic Pokémon 
Superpower Pokémon 
Length: 2'7" Weight: 43 Ibs. 
Ww: @ R:— RC: & 
@® Low Kick Damage: 20 
Loves to build its muscles. It trains in all styles of martial 
arts to become even stronger. LV. 20 #66 52/102@ 


80 HP® 
STAGE 1 (Evolves from Machop) 
Superpower Pokémon 
Length: 4' 11" Weight: 155 Ibs. 
Ww: @ R:— RC: 8 aw 
i @ Karate Chop Does 50 damage minus 10 dam- 
age for each damage counter on Machoke. Damage: 50- 
@ @ * & Submission Machoke does 20 damage to 
itself. Damage: 60 
Its muscular body is so powerful that it must wear a 
power-save belt to help regulate its motions. LV. 40 #67 
34/102 


100 HP® 
STAGE 2 (Evolves from Machoke) 
Superpower Pokémon 
Length: 5'3" Weight: 287 Ibs. 
WwW: @ R:— RC: 2 a9 

Whenever your 

opponent’s attack damages Machamp (even if 
Machamp is Knocked Out), this power does 10 damage 
to the attacking Pokémon. (Don’t apply Weakness and 
Resistance.) This power can’t be used if Machamp is 
already Asleep, Confused, or Paralyzed when your 
opponent attacks. 
® ® @ # Seismic Toss Damage: 60 
Using.its amazing muscles, it throws powerful 
punches that can knock its victim clear over the hori- 
zon. LV. 67 #68 8/102 %& 


90 HP® 
Basic Pokémon 
Rock Snake Pokémon 
Length: 28' 10" Weight: 463 Ibs. 
WwW: @ R:— RC: BBA 
® Rock Throw Damage: 10 
® @ Harden During your opponent's next turn, when- 
ever 30 or less damage is done to Onix (after applying 
Weakness and Resistance), prevent that damage. (Any 
other effects of attacks still happen.) 
As it grows, the stone portions of its body harden to 
become similar to a diamond, though colored black. 
LV. 12 #95 56/102@ 


40 HP® 
Basic Pokémon 
Mouse Pokémon 
Length: 2'0" Weight: 26 Ibs. 
WwW: @ R: # -30 RC: a9 
® Sand-attack If the Defending Pokémon tries to attack 
during your opponent’s next turn, your opponent flips a 
coin. If tails, this attack does nothing. Damage: 10 
Burrows deep underground in arid locations far from 
water. It only emerges to hunt for food. LV. 12 #27 

62/102@ 


vs] 98/102@ 


50 HP® 
Basic Pokémon 
Lizard Pokémon 
Length: 2'0" Weight: 19 Ibs. 
w: @ R:— RC: & 
® Scratch Damage: 10 
@® \& Ember Discard 1 # Energy card attached to 
Charmander in order to use this attack. Damage: 30 
Obviously prefers hot places. If it gets caught in the rain, 
Steam is said to spout from the tip of its tail. LV. 10 #4 
46/102@ 


80 HP® 
STAGE 1 (Evolves from Charmander) 
Flame Pokémon 
Length: 3'7" Weight: 42 Ibs. 
Ww: @ R:— RC: & 
® & B& Slash Damage: 30 
® ®& & Flamethrower Discard 1 # Energy card 
attached to Charmeleon in order to use this attack. Dam- 
age: 50 
When it swings its burning tail, it raises the tempera- 
ture to unbearably high levels. LV. 32 #5 24/102 
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@) SNORLAX 


Okay, Snorlax 
might not be the _ 
best Pokémon in 
the game...but it’s 
Snorlax! It doesn't 
have to be the 


best! With a beefy 


is a ae 
{ : 


ark if ipa yee f 
Spi iar of 20 


90 Hit Points, 
) this Basic Pokée- 
mion is harder to 
Knock Out than most other Basic 
Pokemon (and most evolved Poké- 
mon, too). Don't think about 
fetreating Snorlayafly tithe soon, 
though. Retredting will costyou 4 
Pnergy cards. But if Snorlax 1§ your 
ctive Pokémon, yvowsieyer have to 
Worry about’Sleep, Contusion, 
Paralysis, or Poison. Snorlaxs 
Thick Skinned Pokémesi Power 
Protects it fromaall/of them! Snor- 
lax can also do a Body Slam attack 
for 30 damage that may Paralyze 
the Defending Pokémon, ee 
ing ona coin flip. 


aise. A 


eT a coma crenh 


7) PIKACHLL 


Hey, look--it's a 
new version of 


Pikachu! The 


akness 


Tara oe 


Feaitanee 


_ | Jungle set intro- 
duces the first 
different version of a base. 
Set Pokemon, and it’s none other 
fan our electric mouse friend! 
This version of Pikachu is 
tougher, at 50 Hit Points,It has 
only one attack, but it’s’a pretty 
good one. When the/Jungle 
Pikachu uses its Spark attack, it 
does 20 damage; plus 10 damage 
to a Benched Pokémon of your 


choice. That's 30 points of damage _ 


for only 2 Lightning Energy. Not 
bad, even if it doesnt all go on the 
Defending Pokémon. 


Pokémon Power: Energy Burn As often as you Tike ss 
ing your turn (before your attack), you may turn all Energy 
attached to Charizard into @ Energy for the rest of the 
turn. This power can’t be used if Charizard is Asleep, Con- 
fused, or Paralyzed. 
@® & & @ Fire Spin Discard 2 Energy cards 
attached to Charizard in order to use this attack. 
Damage: 100 
Spits fire that is hot enough to melt boulders. Known to 
unintentionally cause forest fires. LV. 76#6 4/102% 


GROWLITHE 60 HP® 
Basic Pokémon 

Puppy Pokémon 

Length: 2' 4" Weight: 42 Ibs. 

Ww: @ R:— RC: @ 


ey & Flare Damage: 20 
Very protective of its territory. It will bark and bite to repel 


- intruders from its space. LV. 18 #58 28/102 
 ARCANINE 100 HP & 
STAGE 1 (Evolves from Growlithe) 
‘ ‘Legendary Pokémon 
; ay 6'3" Weight: 342 Ibs. 
Ri — RC: eo eB 


. ) ; \® Flamethrower Discard 1 # Energy card 

i tached to Arcanine in order to use this attack. Dam- 
age: 50 

68s es) Take Down Arcanine does 30 damage to 


Pokémon | that has been long admired for its beauty. It 
ins s gracefully, as if on wings. LV. 45 #59 23/102 


50 HP® 


ts ca always burns with an orange glow that enables it 


to hide perfectly among flames. LV. 24 #126 —36/102@ 
| PONYTA 40 HP® 
- Basic Pokémon 
_. Fire Horse Pokémon 

Length: 3' 3" Weight: 66 Ibs. 
w@ R— RC: ao 


2 & Smash Kick Damage: 20 

- @@ Flame Tail Damage: 30 

__. Its hooves are 10 times harder than diamonds. It can 
trample anything flat in moments. LV. 10#77  60/102® 


 VULEIX 
Basic Pokémon 

Fox Pokémon 

Length: 2! 0" Weight: 22 Ibs. 
Ww @ R:— 


50 HP® 


RC: a 
-@@ Confuse Ray Flip a coin. If heads, the Defending 
_ Pokémon is now Confused. Damage: 10 
/ At the time of birth, it has just one tail. Its tail splits trom 
___ the tip as it grows older. LV. 11 #37 68/102@ 
_ MNETALES 80 HP® 
STAGE 1 ‘(Evolves from Vulpix) 
Fox Pokémon — 
ng a7! ey 44 Ibs. 


RC: Be 


GRASS ENERGY 
rt) 


BULEBASAUIR 

Basic Pokémon 

Seed Pokémon 

Length: 2' 4" Weight: 15 Ibs. 
w:® | R:— 
@ @ Leech Seed Unless all damage from this att 
prevented, you may remove 1 damage counter fr 
basaur. Damage: 20 
A strange seed was planted on its back at birth. Thu: 
plant sprouted and now grows with this Pokémor 
LV 13 #1 


IVYSAUR 

STAGE 1 (Evolves from Bulbasaur) 
Seed Pokémon 

Length: 3'3" Weight: 29 Ibs. 
Ww: ® R— 
@ B® Vine Whip Damage: 30 \ 
@ @ @ Poisonpowder The Defending Pons c 
Poisoned. Damage: 20 
When the bulb on its back grows large, the Po 
seems to lose the ability to stand on its hind | 
LV. 20 #2 


VENUSAUR 
STAGE 2 (Evolves from Ivysaur) 
Seed Pokémon 

Length: 6'7" Weight: 221 Ibs. 
w: @ R:— 
Pokémon Power: Energy Transfer As often a: 
during your turn (before your attack), you may take 
Energy card attached to 1 of your own Pokémon 
attach it to a different one. This power can’t be u: 
Venusaur is Asleep, Confused, or Paralyzed. 

@ @ @ @ Solarbeam Damage: 60 

This plant blooms when it is absorbing solar ene 
stays on the move to seek sunlight. LV. 67 


CATERPIE 

Basic Pokémon 

Worm Pokémon 

Length: 1'0" Weight: 6 Ibs. 
Ww: ® R— 
@ String Shot Flip a coin. If heads, the Defendi 
mon is now Paralyzed. Damage: 10 

Its short feet are tipped with suction pads that 
tirelessly climb slopes and walls. LV. 13 #10 — 


METAPOD 
STAGE 1 (Evolves from Caterpie) 

Cocoon Pokémon 

Length: 2'4" Weight: 22 Ibs. 

W: ® R:— 
(® & Stiffen Flip a coin. If heads, prevent al 
done to Metapod during your opponent's next tur 
other effects of attacks still h 


-@@ Stun Spore Fi 
Jon is ni 1 


KOFFING 

Basic Pokémon 

Poison Gas Pokémon 

Length: 2' 0" Weight: 2 Ibs. 

w: @ R:— RC: & 

@ @ Foul Gas Flip a coin. If heads, the Defending Poké- 

mon is now Poisoned; if tails, it is now Confused. Dam- 

age: 10 

Because it stores several kinds of toxic gases in its body, 

itis prone to exploding without warning. LV. 13 #109 
51/102@ 


NIDORAN & 40 HP® 
Basic Pokémon 

Poison Pin Pokémon 

Length: 1'4" Weight: 15 Ibs. 

WwW: @ R:— RC: & 
@ Horn Hazard Flip a coin. If tails, this attack does 
nothing. Damage: 30 

Stiffens its ears to sense danger. The larger, more power- 
ful of its horns secretes venom. LV. 20 #32 55/102@ 


M/DOR/INO 60 HP® 

STAGE 1 (Evolves from Nidoran CG ) 

Poison Pin Pokémon 

Length: 2' 11" Weight: 43 Ibs. 

w: @ R:— RC: & 

@.& \& Double Kick Flip 2 coins. This attack does 30 

damage times the number of heads. Damage: 30x 

@ @ & & Horn Drill Damage: 50 

An aggressive Pokémon that is quick to attack. The horn 

on its head secretes a powerful venom. LV. 25 #33 
37/102 


NIPOKING 90 HP® 
STAGE 2 (Evolves from Nidorino) 

Drill Pokémon 

Length: 4'7" Weight: 137 Ibs. 

Ww: @ R:— RC: BB 
@\& ® Thrash Flip a coin. If heads, this attack does 30 
damage plus 10 more damage; if tails, this attack does 
30 damage and Nidoking does 10 damage to itself. 
Damage: 30+ 


® @ @ Toxic The Defending Pokémon is now Poisoned. 


It now takes 20 Poison damage instead of 10 after each 
player's turn (even if it was already Poisoned). 

Damage: 20, 

Uses its powerful tail in battle to smash, constrict, then 
break its prey’s bones. LV. 48 #34 11/102% 


TANGELA 50 HP® 

Basic Pokémon 

Vine Pokémon 

Length: 3' 3" Weight: 77 Ibs. 

W: & R:— RC: & 

@ & Bind Flip a coin. If heads, the Defending Pokémon 

is now Paralyzed. Damage: 20 

@ @ @ Poisonpowder The Defending Pokémon is now 

Poisoned. Damage: 20 

Its whole body is swathed with wide vines that are simi- 

lar to seaweed. These vines shake as it walks. LV. 8 #114 
66/102@ 


WEEDLE 40 HP® 
Basic Pokémon 

Hairy Bug Pokémon 

Length: 1'0" Weight: 7 Ibs. 

Ww: ® R:— RC: ® 
@ Poison Sting Flip a coin. If heads, the Defending 
Pokémon is now Poisoned. Damage: 10 

Often found in forests, eating leaves. It has a sharp, ven- 
omous stinger on its head. LV. 12 #13 69/102@ 


KAKLINA 80 HP® 
STAGE 1 (Evolves from Weedle) 

Cocoon Pokémon 

Length: 2'0" Weight: 22 Ibs. 


W: @& R: — RC: BB 

© & Stiffen Flip a coin. if heads, prevent all damage 

done to Kakuna during your opponent’s next turn. (Any 

other effects of attacks still happen.) 

@ ® Poisonpowder Flip a coin. If heads, the Defending 

Pokémon is now Poisoned. Damage: 20 

Almost incapable of moving, this Pokémon can only 

harden its shell to protect itself from predators. LV. 23 #14 
33/102@ 


BEEDRILL 

STAGE 2 (Evolves from Kakuna) 

Poison Bee Pokémon 

Length: 3' 3" Weight: 65 Ibs. 

W: & R: @ -30 RC: — 

\® B® Twineedle Flip 2 coins. This attack does 30 

damage times the number of heads. Damage: 30x 

‘® @ @ Poison Sting Flip a coin. If heads, the Defend- 

ing Pokémon is now Poisoned. Damage: 40 

Flies at high speed and attacks using the large, ven- 

omous stingers on its forelegs and tail. LV. 32 #15 
17/102* 


LIGHTNING ENERGY 
o/) 100/102@ 


ELECTABUZZ 70 HP® 

Basic Pokémon 

Electric Pokémon 

Length: 3'7" Weight: 66 Ibs. 

w: ® R:— RC: Bw 

& Thundershock Flip a coin. if heads, the Defending 

Pokémon is now Paralyzed. Damage: 10 

4 & Thunderpunch Flip a coin. if heads, this attack 

does 30 damage plus 10 more damage; if tails, this 

attack does 30 damage and Electabuzz does 10 damage 

to itself. Damage: 30+ 

Normally found near power plants, it can wander away 

and cause major blackouts in cities. LV. 35 #125 
20/102* 


MAGNEMITE 40 HP® 
Basic Pokémon 

Magnet Pokémon 

Length: 1'0" Weight: 13 Ibs. 

w: ® R:— RC: 
& Thunder Wave Flip a coin. If heads, the Defending 
Pokémon is now Paralyzed. Damage: 10 

@ &# Selfdestruct Does 10 damage to each Pokémon 
on each player’s Bench. (Don’t apply Weakness and 
Resistance for Benched Pokémon.) Magnemite does 40 
damage to itself. Damage: 40 

Uses anti-gravity to stay suspended. Appears without 
warning and uses attacks like Thunder Wave. LV. 13 #81 

53/102@ 


MAGNETON 60 HP® 
STAGE 1 (Evolves from Magnemite) 

Magnet Pokémon 

Length: 3' 3" Weight: 132 Ibs. 

w: @ R:— 
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4 4%» Thunder Wave Flip a coin. If heads, the 

Defending Pokémon is now Paralyzed. Damage: 30 

4) 4 & ® Selfdestruct Does 20 damage to each Poké- 

mon on each player’s Bench. (Don’t apply Weakness and 

Resistance for Benched Pokémon.) Magneton does 80 

damage to itself. Damage: 80 

Formed by several Magnemites linked together. It fre- 

quently appears when sunspots flare up. LV. 28 #82 
9/102%* 


PIKACHH 40 HP® 
Basic Pokémon 

Mouse Pokémon 

Length: 1'4" Weight: 13 Ibs. 

w: ® R:— RC: & 
(a Gnaw Damage: 10 

4 \%& Thunder Jolt Flip a coin. If tails, Pikachu does 10 
damage to itself. Damage: 30 

When several of these Pokémon gather, their electricity 
can cause lightning storms. LV. 12 #25 58/102® 


RAICHU 80 HPD 
STAGE 1 (Evolves from Pikachu) 

Mouse Pokémon 

Length: 2'7" Weight: 66 Ibs. 

WwW: ® R:— RC: 
4 & 2 Agility Flip a coin. If heads, during your oppo- 
nent’s next turn prevent all effects of attacks, including 
damage, done to Raichu. Damage: 20 

4 4 & Thunder Flip a coin. If tails, Raichu does 30 
damage to itself. Damage: 60 

Its long tail serves as a ground to protect itself from its 
own high-voltage power. LV. 40 #26 14/102* 


VOLTORE 40 HPD 

Basic Pokémon 

Ball Pokémon 

Length: 1'8" Weight: 23 Ibs. 

Ww: & R:— RC: ® 

@® Tackle Damage: 10 

Usually found in power plants. Easily mistaken for a 

Monster Ball, it has zapped many people. LV. 10 #100 
67/102@ 


ELECTRODE 80 HP® 

STAGE 1 (Evolves from Voltorb) 

Ball Pokémon 

Length: 3'11" Weight: 147 Ibs. 

w: @ R:— RC: & 

Pokémon Power: Buzzap At any time during your 

turn (before your attack), you may choose to Knock 

Out Electrode and attach Electrode to 1 of your other 

Pokémon. If you do, choose a type of Energy. Elec- 

trode is now an Energy card (instead of a Pokémon) 

that provides 2 energy of that type. You can’t 

use this power if Electrode is Asleep, Confused, or 

Paralyzed. 

® @ @& Electric Shock Flip a coin. If tails, Electrode 

does 10 damage to itself. Damage: 50 

It stores electrical energy under very high pressure. It 

often explodes with little or no provocation. LV. 40 #101 
21/102* 


ZAPDOS 90 HP® 

Basic Pokémon 

Electric Pokémon 

Length: 5' 3" Weight: 116 Ibs. 

W:— R: @ -30 RC: Bw 

® & @ ® Thunder 

Flip a coin. If tails, Zapdos does 30 damage to itself. Dam- 

age: 60 

4 @  @ Thunderbolt Discard all Energy cards 

attached to Zapdos in order to use this attack. Dam- 

age: 100 

A legendary bird Pokémon said to appear from clouds 

while wielding enormous lightning bolts. LV. 64 #145 
16/102* 


PSYCHIC ENERGY 
@ 101/102@ 


AGRA 30 HP® 
Basic Pokémon 

Psi Pokémon 

Length: 2' 11" Weight: 43 Ibs. 

WwW: @ R: — RC: — 
@ Psyshock Flip a coin. If heads, the Defending Poké- 
mon is now Paralyzed. Damage: 10 

Using its ability to read minds, it will identify impending 
danger and teleport to safety. LV. 10 #63 43/102@ 


KADAGRA 60 HP® 
STAGE 1 (Evolves from Abra) 

Psi Pokémon 

Length: 4' 3" Weight: 125 Ibs. 

w: @ R:— RC: Bw 
@ @ Recover Discard 1 @ Energy card attached to 
Kadabra in order to use this attack. Remove all damage 
counters from Kadabra. 

@@ # Super Psy Damage: 50 

It emits special alpha waves from its body that induce 
headaches even to those just nearby. LV. 38 #64 32/102 


ALAKAZAM 80 HP® 
STAGE 2 (Evolves from Kadabra) 

Psi Pokémon 

Length: 4' 11" Weight: 106 Ibs. 

Ww: @ R:— RC: BBD 
Pokémon Power: Damage Swap As often as you like 
during your turn (before your attack), you may move 1 
damage counter from 1 of your own Pokémon to 
another as long as you don’t Knock Out that Pokémon. 
This power can’t be used if Alakazam is Asleep, Con- 
fused, or Paralyzed. 

@ @ © Contuse Ray Flip a coin. If heads, the Defend- 
ing Pokémon is now Confused. Damage: 30 

Its brain can outperform a supercomputer. Its intelligence 
quotient is said to be 5000. LV. 42 #65 1/102% 


DROWZEE 50 HP® 

Basic Pokémon 

Hypnosis Pokémon 

Length: 3' 3" Weight: 71 Ibs. 

Ww: @ R:— RC: & 

.® Pound Damage: 10 

@ @ Confuse Ray Flip a coin. If heads, the Defending 

Pokémon is now Confused. Damage: 10 

Puts enemies to sleep, then eats their dreams. Occa- 

sionally gets sick from eating bad dreams. LV. 12 #96 
49/102@ 


GASTLY 30 HP® 
Basic Pokémon 

Gas Pokémon 

Length: 4' 3" Weight: 0.2 Ibs. 

WwW: — R: @® -30 RC: — 
@ Sleeping Gas Flip a coin. If heads, the Defending 
Pokémon is now Asleep. 

@ & Destiny Bond Discard 1 @ Energy card attached 
to Gastly in order to use this attack. If a Pokémon Knocks 
Out Gastly during your opponent's next turn, Knock Out 
that Pokémon. 

Almost invisible, this gaseous Pokémon cloaks the target 
and puts it to sleep without notice. LV. 8 #92 50/102@ 


HAUNTER 60 HP® 
STAGE 1 (Evolves from Gastly) 

Gas Pokémon 

Length: 5'3" Weight: 0.2 Ibs. 


ia 


eee 


WwW: — R: @ -30 RC: 
@ Hypnosis The Defending Pokémon is now Asleep. 
@@ Dream Eater You can’t use this attack unless the 
Defending Pokémon is Asleep. Damage: 50 

Because of its ability to slip through block walls, it is said 
to be from another dimension. LV. 22 #93 29/102 


JYNX 70 HP® 
Basic Pokémon 

Human Shape Pokémon 

Length: 4'7" Weight: 90 Ibs. 

WwW: @ R:— RC: Bw 
@ Doublestap Flip 2 coins. This attack does 10 damage 
times the number of heads. Damage: 10x 

@@ & Meditate Does 20 damage plus 10 more dam- 

age for each damage counter on the Defending Pokémon. 
Damage: 20+ 

Merely by meditating, the Pokémon launches a powerful 

psychic energy attack. LV. 23 #124 31/102 


MEWTWO 60 HP® 
Basic Pokémon 

Genetic Pokémon 

Length: 6'7" Weight: 269 Ibs. 

WwW: @ R:— RC: B Bw 
‘@ & Psychic Does 10 damage plus 10 more damage 
for each Energy card attached to the Defending Pokémon. 
Damage: 10+ 

@ @ Barrier Discard 1 @ Energy card attached to 
Mewtwo in order to prevent all effects of attacks, 
including damage, done to Mewtwo during your oppo- 
nent’s next turn. 

A scientist created this Pokémon after years of horrific 
gene-splicing and DNA engineering experiments. 

LV, 53 #150 10/102%* 


| 


WATER ENERGY 
@ 102/102@ 


MAG/IKARP 30 HP® 
Basic Pokémon, 

Fish Pokémon 

Length: 2' 11" Weight: 22 Ibs. 

W: @ R:— RC: & 
&® Tackle Damage: 10 

@ Flail Does 10 damage times the number of damage 
counters on Magikarp. Damage: 10x 

In the distant past, it was stronger than its horribly weak 
descendants that exist today. LV. 8 #129 35/102 


GYARADOS 100 HP® 
STAGE 1 (Evolves from Magikarp) 

Atrocious Pokémon 

Length: 21'4" Weight: 518 Ibs. 

w: @ R: @ -30 RC: 29 9 
@ © © Dragon Rage Damage: 50 

@ & © © Bubblebeam Flip a coin. If heads, the 
Defending Pokémon is now Paralyzed. Damage: 40 
Rarely seen in the wild. Huge and vicious, it is capable of 
destroying entire cities in a rage. LV. 41 #130 6/102%* 


POLIWAG 40 HP® 

Basic Pokémon 

Tadpole Pokémon 

Length: 2'0" Weight: 27 Ibs. 

w: @ R:— RC: 39 

@ Water Gun Does 10 damage plus 10 more damage 

for each @ Energy attached to Poliwag but not used to 

pay for this attack’s Energy cost. Extra @ Energy after 

the 2nd don’t count. Damage: 10+ 

Its newly grown legs prevent it from running. It appears 

to prefer swimming over trying to stand. LV. 13 #60 
59/102 


POLIWHIRL 60 HP® 
STAGE 1 (Evolves from Poliwag) 

Tadpole Pokémon 

Length: 3' 4" Weight: 44 Ibs. 

WwW: @ R:— RC: 
@@ Amnesia Choose 1 of the Defending Pokémon’s 
attacks. That Pokémon can’t use that attack during your 
opponent's next turn. 

@@ # Doublestap Flip 2 coins. This attack does 30 
damage times the number of heads. Damage: 30x 
Capable of living in or out of water. When out of water, it 
sweats to keep its body slimy. LV. 28 #61 38/102 


POLIWRATH 90 HP® 
STAGE 2 (Evolves from Poliwhirl) 

Tadpole Pokémon 

Length: 4' 3" Weight: 119 Ibs. 

w: @ R— RC: 2 
@© © &# Water Gun Does 30 damage plus 10 more 
damage for each @ Energy attached to Poliwrath but not 
used to pay for this attack’s Energy cost. Extra @ Energy 
after the 2nd doesn’t count. Damage: 30+ 

@© © #& H Whirlpool If the Defending Pokémon has 
any Energy cards attached to it, choose 1 of them and 
discard it. Damage: 40 

An adept swimmer at both the front crawl and breast- 
stroke. Easily overtakes the best human swimmers. 
LV. 48 #62 13/102%& 


SEEL 60 HP® 
Basic Pokémon 

Sea Lion Pokémon 

Length: 3'7" Weight: 198 Ibs. 

WwW: @ R:— RC: #® 
@ Headbutt Damage: 10 

The protruding horn on its head is very hard. This horn is 
used for bashing through thick ice. LV. 12 #86 41/102 


DEWGONG 80 HP® 

STAGE 1 (Evolves from Seel) 

Sea Lion Pokémon 

Length: 5'7" Weight: 265 Ibs. 

w: @ R:— RC: 

@@ & Aurora Beam Damage: 50 

@ @ & & Ice Beam Flip a coin. If heads, the 

Defending Pokémon is now Paralyzed. Damage: 30 

Stores thermal energy in its body. Swims at a steady 8 

knots even in intensely cold waters. LV. 42 #87 
25/102 


SQUIRTLE 40 HP® 
Basic Pokémon 
Tiny Turtle Pokémon 
Length: 1'8" Weight: 20 Ibs. 
Ww: @ R:— RC: & 
@ Bubble Flip a coin. If heads, the Defending Pokémon 
is now Paralyzed. Damage: 10 
© & Withdraw Flip a coin. If heads, prevent all dam- 
age done to Squirtle during your opponent’s next turn. 
(Any other effects of attacks still happen.) 
After birth, its back swells and hardens into a shell. It 
powerfully sprays foam from its mouth. LV. 8 #7 
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70 HP® 
STAGE 1 (Evolves from Squirtle) 
Turtle Pokémon 
Length: 3'3" Weight: 50 Ibs. 
Ww: 2 R: — RC: @ 
© ® Withdraw Flip a coin. If heads, prevent all damage 
done to Wartortle during your opponent's next turn. (Any 
other effects of attacks still happen.) 
@ # # Bite Damage: 40 
Often hides in water to stalk unwary prey. When swim- 
ming quickly, it moves its ears to maintain balance. 
LV, 22 #8 42/102 
BLASTO/SE 100 HP® 
STAGE 2 (Evolves from Wartortle) 
Shellfish Pokémon 
Length: 5'3" Weight: 189 Ibs. 
WwW: @ R— RC: ap a 
Pokémon Power: Rain Dance As often as you like dur- 
ing your turn (before your attack), you may attach 1 @ 
Energy card to 1 of your own @ Pokémon. (This doesn’t 
use up your 1 Energy card attachment for the turn.) This 
power can’t be used if Blastoise is Asleep, Confused, or 
Paralyzed. 
eee Hydro Pump Does 40 damage plus 10 more 
damage for each @ Energy attached to Blastoise but not 
used to pay for this attack’s Energy cost. Extra @ Energy 
after the 2nd doesn't count. Damage: 40+ 
A brutal Pokémon with pressurized water jets on its shell. 
They are used for high-speed tackles. LV. 52 #9 2/102% 


STARYU 

Basic Pokémon 

Starshape Pokémon 

Length: 2' 7" Weight: 76 Ibs. 
W: @ R:— 
@ Slap Damage: 20 

An enigmatic Pokémon that can effortlessly regenerate 
any appendage it loses in battle. LV 15 #120 65/102@ 


STARM/E 

STAGE 1 (Evolves from Staryu) 

Mysterious Pokémon 

Length: 3'7" Weight: 176 lbs. 

Ww: @ R:— RC: @ 

@ @ Recover Discard 1 @ Energy card attached to 

Starmie in order to use this attack. Remove all damage 

counters from Starmie. 

@ & # Star Freeze Flip a coin. If heads, the Defending 

Pokemon is now Paralyzed. Damage: 20 

Its central core glows with the seven colors of the rain- 

bow. Some people value this core as a gem. LV. 28 #121 
64/102@ 
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TRAINER CARDS 


— 


BILL 
Trainer 

Draw 2 cards. 91/102@ 
CLEFA/IRY DOLL 
Trainer 

Play Clefairy Doll as if it were a Basic Pokémon. While in 
play, Clefairy Doll counts as a Pokémon (instead of a 
Trainer card). Clefairy Doll has no attacks, can't retreat, 
and can't be Asleep, Confused, Paralyzed, or Poisoned. If 
Clefairy Doll is Knocked Out, it doesn’t count as a Knocked 
Out Pokémon, At any time during your turn before your 
attack, you may discard Clefairy Doll. 70/102* 


COMPUTER SEARCH 
Trainer 
Discard 2 of the other cards from your hand in order to 


10 HP 


i 


search your deck for any card and put it into your hand. 
Shuffle your deck afterward. TAMN02% 


DEFENDER 

Trainer 

Attach Defender to 1 of your Pokémon. At the end of your 
opponent’s next turn, discard Defender. Damage done to 
that Pokémon by attacks is reduced by 20 (after applying 
Weakness and Resistance). 80/102 


DEVOLUTION SPRAY 

Trainer 

Choose 1 of your own Pokémon in play and a Stage of 
Evolution: Discard all Evolution cards of that Stage or 
higher attached to that Pokémon. That Pokémon is no 
longer Asleep, Confused, Paralyzed, Poisoned, or any- 
thing else that might be the result of an attack (just as if 
you had evolved it). 72/102* 


ENERGY REMOVAL 

Trainer 

Choose 1 Energy card attached to 1 of your opponent’s 
Pokémon and discard it. 92/102@ 


ENERGY RETRIEVAL 

Trainer 

Trade 1 of the other cards in your hand for up to 2 basic 
Energy cards from your discard pile. 81/102 


FULL HEAL 

Trainer 

Your Active Pokémon is no longer Asleep, Confused, Para- 
lyzed, or Poisoned. 82/102 


GUST OF WIND 

Trainer 

Choose 1 of your opponent’s Benched Pokémon and 
switch it with his or her Active Pokémon. 93/102@ 


IMPOSTOR PROFESSOR OAK 

Trainer 

Your opponent shuffles his or her hand into his or her 
deck, then draws 7 cards. 73/102* 


ITEM FINDER 

Trainer 

Discard 2 of the other cards from your hand in order to put a 
Trainer card from your discard pile into your hand. 74/102+* 


LASS 

Trainer 

You and your opponent show each other your hands, 
then shuffle all the Trainer cards from your hands into 
your decks. 75/102* 


MAINTENANCE 

Trainer 

Shuffle 2 of the other cards from your hand into your 
deck in order to draw a card. 83/102 


PLUSPOWER 

Trainer 

Attach PlusPower to your Active Pokémon. At the end of 
your turn, discard PlusPower. If this Pokémon’s attack 
does damage to the Defending Pokémon (after applying 
Weakness and Resistance), the attack does 10 more 
damage to the Defending Pokémon. 84/1020 


POKEDEX 

Trainer 

Look at up to 5 cards from the top of your deck and 
rearrange them as you like. 87/102 


POKEMON BREEDER 

Trainer 

Put a Stage 2 Evolution card on the matching Basic Poké- 
mon or on the matching Stage 1 Pokémon. You can only 


play this card when you would be allowed to evolve that 
Pokémon anyway. 76/102* ‘ 


POKEMON CENTER 

Trainer 

Remove all damage counters from all of your own Poké- 
mon with damage counters on them, then discard all 
Energy cards attached to those Pokémon. 85/102 


POKEMON FLUTE 

Trainer 

Choose 1 Basic Pokémon card from your opponent’s dis- 
card pile and put it onto his or her Bench. (You can't play 
Pokémon Flute if your opponent’s Bench is full.) 86/102 


POKEMON TRADER 

Trainer 

Trade 1 of the Basic Pokémon or Evolution cards in your 
hand for 1 of the Basic Pokémon or Evolution cards from 
your deck. Show both cards to your opponent. Shuffle 
your deck afterward. T7N02*% 


POTION 

Trainer 

Remove up to 2 damage counters from 1 of your Pokémon. 
94/102@ 


PROFESSOR OAK 

Trainer 

Discard your hand, then draw 7 cards. 88/102 
REVIVE 

Trainer 

Put 1 Basic Pokémon card from your discard pile onto 
your Bench, Put damage counters on that Pokémon equal 
to half its HP (rounded down to the nearest 10). 
(You can't play Revive if your Bench is full.) 89/102¢ 
SCOOP UP 

Trainer 

Choose 1 of your own Pokémon in play and return its 
Basic Pokémon card to your hand. (Discard all cards 
attached to that card.) 78/102% 


SUPER ENERGY REMOVAL 

Trainer 

Discard 1 Energy card attached to 1 of your own Poké- 
mon in order to choose 1 of your opponent’s Pokémon 
and up to 2 Energy cards attached to it. Discard those 
Energy cards. 79/N02% 


SUPER POTION 

Trainer 

Discard 1 Energy card attached to 1 of your own Poké- 
mon in order to remove up to 4 damage counters from 
that Pokémon. 90/102¢ 


SWITCH 

Trainer 

Switch 1 of your own Benched Pokémon with your Active 
Pokémon. 95/102@ 
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PIKACHU 
AN ELECTRIC MOUSE POKEMON 
HABITAT: FORESTS AND WOODLANDS 
DIET: MAINLY FRUIT 
DISTINGUISHING FEATURES: HAS AN 
S|! =ELECTRIC GENERATOR ON EACH CHEEK. 
BEWARE OF ELECTROCUTION! 
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HELLO, 
ELECTRODE § 
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f TAKE IT OUT 
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LET IT GO! 


IKNOW YOU'RE 
ATTRACTED TO 
ELECTRICITY, 
BUT YOU CAN'T 
JUST WANDER 


ALL OVER TOWN! | 


YOU'LL GET RUN 
OVER! 
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*POKEMON SUPER BALL: AN ANNUAL OPEN POKEMON TOURNAMENT. 
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THE 
GENGAR 
BEGINS WITH 
ITS DEADLY 


| NIGHT SHADE 


ATTACK! 


NIDORINO 
ISIN 
TROUBLE! 
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NIDORINO 
IS THE 
FAVORITE! 
IS THIS THE 
MAKINGS OF 
AN UPSET? 


BE BACK 
BY DINNER! 


POKEMON / 
MASTER, / 
TOO? 


| HEAR THE LIFE 
OF A TRAINER |S 
REALLY HARD. 
YOU HAVE TO GO 
ON A PERILOUS 
JOURNEY ANDO 
CAPTURE WILD 
POKEMON, 
RIGHT? 


DANGEROUS! 


GARY'S 
NEVER 
GOING TO 
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BEST OF 
Me! 
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BUT TRY 
NOT TO 
GET TOO 
CARRIED 

AWAY. 


THESE ARE 
POKEMON! 
THEY SHOULD 
BE SIMPLE TO 
TAME! 


I'M GOING 
TOBEA 
PROFESSIONAL 
POKEMON 
MASTER! 


Follow the further adventures of Ash and Pikachu in Viz Comics, 


or visit them at <www.viz.com>. 
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Can you spot the Pokémon in the picture below? All you have to do is draw the lines from each numbered square on 
the top into the correct blank square below. But be careful! You have to make sure the square is turned so that the 
arrow is facing the top of the page. 

We've already copied the first square for you. See how we traced the lines in the number 1 square and turned it so 
that the arrow was facing up. Now all you have to do is copy the rest of the pieces and you'll catch the Pokémon! 
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BY DANEEN & TEEUIWYNN 


Z, FIND YOUR WAY PAST SNORLAX 


It looks like a Snorlax has decided to take a nap right in the middle of our magazine. 
Can you get past the sleeping Snorlax? To find your way past Snorlax, enter at the start 
and trace your way through the maze without crossing any walls. If you hit a dead end, 
just back up until you find a new way to go. Good luck and try not to wake up Snorlax! 


Someone has already found Snorlax. Can you find the other 19 Pokémon? 
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horizontally, or diagonally in the puzzle. The Pokémon might be hiding either forward or back- 


ward, and they may cross each other. 
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SEAKING 
SPEAROW 
TAUROS 


PRIMEAPE 
RAPIDASH 
RHYHORN 


PIKACHU 


PARAS 
PARASECT 


NIDORAN 
ODDISH 


JIGGLYPUFF 
LICKITUNG 


MANKEY 
MEOWTH 


BELLSPROUT 
CUBONE 
EEVEE 
FEAROW 


A true Pokémon Master knows the names of all 
the basic Pokémon and their evolved stages. Test 
your knowledge in these stair-step puzzles. Simply 
write down the name of the Basic Pokémon start- 
ing at the “B” on each puzzle, and then add the 
evolved forms (Stage 1 at the “1” and Stage 2 at the 
“2”). Pokémon from both the original card set and 
the Jungle expansion can be found in the 
Pokéstages puzzles. 
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POKE BALL 


This Ultra Poké Ball has thirteen 
Pokémon trapped in it. To find 
out which Pokémon are inside, 
look at the clues to the right and 
write in the name of the Pokémon 
that matches the listed Energy and 
type. All Pokémon names begin 
and end in one of the numbered 
boxes. The last letter of each 
Pokémon name is the first letter 
of the next name. Have fun. 
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CLUES 
ACROSS AROLIND 
f=9 ry Weed 1-2 rr) Puppy 
9-10 » Superpower ga Coconut 
10-11 @ Electric @ drill 
11-5 4) Electric r) Fox 
4 Tiny Bird 
nd) Balloon 
8) Wild Duck 
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@, RINGLE GYM 


The best trainers can sometimes be found in a gym, where they have lots of Pokémon handy. Fit 
all the Jungle Pokémon into their proper places in the gym puzzle squares below. If you need help 
starting this puzzle, turn to page 69 and you will find the Pokémon that goes in the outlined area. 


6 MRMIME 
ODDISH 
PINSIR 
RHYDON 
TAUROS 

7 FLAREON 
GOLDEEN 
JOLTEON 


MAROWAK 
NIDORAN 
PERS TAN 
PIDGEOT 
PIKACHU 
RHYHORN 
SCY THER 
SEAKING 


SNORLAX 
SPEAROW 
VENONAT 


8 CLEFABLE 


NIDORINA 
PARASECT 
PRIMEAPE 
RAPIDASH 


VAPOREON 
VENOMOTH 
9 ELECTRODE 
EXEGGCUTE 
EXEGGUTOR 
LICKITUNG 
NIDOQUEEN 
VILEPLUME 


MOBELLS PROUT 
BUTTERFREE 
JIGGLYPUFF 
KANGA S KHAN 
VICTREEBEL 
WEEPINBELL 
WIGGLYTUFF 
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POKELOGIC 


When Ash captured Eevee and its three evolved stages (Flareon, Jolteon, and Vaporeon), he 
found all four Pokémon in separate places: rocks, stream, town, and woods. Ash visited each 
place only once. From the clues below, can you figure out where he found Eevee, Flareon, 

Jolteon, and Vaporeon, and in what order he caught them? 
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CLUES 

J, When Ash got to the 
woods, he had already 
captured the Water 
Pokémon, even though 


g 
r=} 
Z S 
K S 
he hadn’t been to the 
stream yet. 


First 


2. When Ash captured 
Jolteon, he had already 
gotten his Fire Pokémon, 
and was on his way to 


the rocks. 
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To solve the PokéLogic puzzle, enter the facts * 
you get from the clues in the boxes. Each box is a 


possible answer and you have to find out from the 
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clues if that answer is correct or not. For example, 
look at the box with the X in it. This box is below Woods and across from First, so this box 
shows whether or not Ash found his first Pokémon in the Woods. The first clue says that 
Ash already had the Water Pokémon when he got to the woods. So this answer is “no,” and 
we put an X in the box. Put an X in a box to show a “no” answer and a dot to show that you 
know the answer is “yes.” 
Hints: After you have put an X in all but one box in a row (across) or a column (down), 
you can mark that last box as a “yes.” Once you enter a “yes” (dot) in a box, place a “no” (X) 
in all the other boxes in the same row and column as that answer. 
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8, wii0’s THAT POKEMON? 


To become a master Pokémon trainer, you must be able to identify Pokémon very fast while 
in the wilds. Can you tell what Pokémon is pictured below? If you need some help, connect 
the dots from 1 to 150. 
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149 15 
1 47 ©: el 46 16 17 


43091 
°135 44 ll Vat 
142 


136° 
0141 


131° 128 


127 


118 


~ 
AY 115 _ 

116% , 111 
114 113 110 


It takes smarts to catch Pokémon! Can you figure out the names of all 15 Pokémon? Remember that you can't 
catch them if you don’t know who they are! 
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O), POKEDEX TINGLE EXAM 


2. Which is the heaviest Jungle Pokémon? 7. Which Jungle Pokémon has the least Hit Points? 


3. The second-lightest Jungle Pokémon evolves 8. Which Jungle Pokémon is the same size (length 


4, Which is the lightest Stage 1 Jungle and weight) as Persian? 


§. Which is the longest Jungle Pokémon? retreat than their evolved forms do? 


1. Which is the lightest Jungle Pokémon? 6. Which Jungle Pokémon has the most Hit Points? 
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‘Trainers who want to join the Pokémon League must score very well on an entrance exam. 
Test yourself on this sample Jungle exam. (If you need help, look at the encyclopedia on p. 46.) 


into the second-heaviest Pokémon in the set. and weight) as Jigglypuff? 
Name these two Pokémon. 
9, Which Jungle Pokémon is the same size (length 


Pokémon? 
10. Which two Jungle Basic Pokémon cost more to 


ATF Ly *\ 
eo CAICH EM ALL 
WIN A BOOSTER BOX OF JUNGLE POKEMON CARDS! 


There are 11 Pokémon hidden in the jungle wilds of this magazine. You can tell them apart 
from other Pokémon because each one is placed on a medallion like the one here. 
When you've written them all down in order, write down the letter we ask for in the space to 
the right. For example, if the first Pokémon is Persian, you would put “P” in the first letter blank. 
Once you have all the letters, they spell out a clue from top to bottom. Use the clue to help you 
answer the question below. Then send us the answer and, if it’s right, we'll put you in a drawing to 
win a box of Jungle Pokémon cards! Good luck! 


The first letter: co Pe The seventh letter: [ 


The second letter: [4 8. The first letter: fod 
The third letter: [] g, The sixth letter: [ 


The third letter: @ 10. The second letter: & 
The sixth letter: [_] 11. The seventh letter: [] 


The third letter: & 


Using the clue spelled out above, can tell us the name of the person whose job is described? Just 
write down the answer on a postcard along with your name, address, and date of birth, and send it 
to: Duelist Catch Em All Contest—#41, P.O. Box 707, Renton, WA 98057-0707. Only post- 
cards will be accepted as legal entries. The winner will be randomly selected from all correct 
entries. No mechanical reproductions accepted. Entries must be mailed separately. 


Contest only open to residents of the U.S. (except Rhode Island) and Canada (except Quebec). 


LM SONU 


a on 


4, roxésraces 


~= : 


1, POKEMON JUMBLE 
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L Spearow, at 4 pounds 
& Snorlax, at 1,014 pounds 
as 3. Exeggcute, at 6 pounds, becomes 
re POKELOG/ C Exeggutor, at 265 pounds 


First, Ash captured Vaporeon in Town. Then, he caught Flareon in the Wicca at 14 pounds 


4, 
Woods. Next, he found Jolteon at the Stream. And last, he captured S&S. kK angaskhan, at 7°3" 
Eevee on the Rocks. 

6. Rhydon, at 100 HP 


7. Mankey, at 30 HP 
8. WHO'S THAT POKEMON? ‘town 
: g. Primeape 


hk 0. Meowth and Venonat 
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[s|nfo[Rixfa[x] [8 | [pal R] 
2. Cubone | fe file]k]i[rfulyfo] “]R| 
3. Fearow 
4, Goldeen 
S. Dodrio z 
6. Lickitung 
Ve Primeape 
8. Oddish 
I. Wigglytuff 
10. Persian ; N 
1. Rapidash : [Ale fo] R]elo n| 
12. Venomoth 
13. Meowth : Banepa 
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“PURE MEMPHIS 
S15,000 GRAND 


PIREX SIEM PRIS 


Magic: The Gathering Pro Tour ~St. Louis Qualifier 


SEPTEMBER 17-19, 


| 9) 9) *Memphis Cook Convention Cenitere 
¢Memphis, Tennesseee 


For advance registration, call (888) 464-8881 before 5:00 p.m. on Wednesday, September 15, 


1700 Division 

Five competitors who don’t place in the Top 
16 will share $1,500. (Only DCI’ members 
whose highest lifetime Standard ratings are 
1700 or less as of July 1, 1999 are eligible for 
this bonus payout.) 


Earn a Bye! 

Get a first-, second-, or third-round bye 
with DCI Standard ratings above 1750, 
1900, or 2000, or 6, 12, or 24 Pro Tour 
player points, respectively. 


[See 
*DCL> MCIWORLDCOM 


Format: 
Urza block Constructed 


Fee: 

$20 early bird (up to August 13, 1999) 
$25 in advance 

$30 on site 


GRAND PRIN 


WIZARDS OF THE COAST, Magic: The Gathering, Magic, DCI. MAGIC: THE GATHERING PRO TOUR, and the “M” logo are trademarks of Wizards of the Goast, Inc. ©1999 Wizards of the Coast, Inc. 
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Games” that will appear in a print 
edition of Duelist. This column will be moving over to <duelistmagazine.com>, so be sure to 


The final installment of our Star Wars check back at the website for the latest news on the gaming industry and skewed observations on 


column focuses on the king of the ‘ - : 
squid people leading the litle bat he world of TOGs. 


people against the Empire. Seriously, Trading card games remain the harshest of schoolmarms, teaching the young the values of competitive 
Ringside yet cooperative play and the laws of supply and demand. Meanwhile, the old...er...players physically 
attack each other without the bleeding and the hurting and whatnot. Yup, graduates of TCG Tech have 
been around the block a bit, and they've picked up a few things that they carry like scars of battle. Some 
Starter Engines very specific things, some more general-type things. Let’ look at what—for better or worse—we've 
learned, shall we? 


The Emperor's Prize 


Aw, rats. 


Our Compendium and Pokédex editor 
jumps the fence to talk about getting 
started in some game called Magic: 


The Gathering. The Dude with the most Influence always @ Don’t talk to the Shadows. They leave marks. 


It Will Be Glorious! controls the Deed. © Cats really do have nine lives. 
@ It’s easier to overheat than you think. 


Star Trek CCG players will finally 
get to experience true Trek-style 


starship combat thanks to Blaze of © Always take the terrain into account. e Starships go faster with a matching com- 
Glory—an interview with designer 


Bill Martinson, @ It’s not size of the lightsaber, it’s the ability | mander aboard. 


e Victims don‘t last long in the hunting grounds. 


to use it. i : : 
You Will Be a (Young) Jedi e Sometimes Dudes don’t stay dead. 


@ You lose your head, it’s over. Sometimes they come back. Sometimes 
Taking a cue from George Lucas, dead is better. 


Decipher targets kids first with their @ Sometimes you need to send down a redshirt. 
Episode I-based card game, But that 


ain't a bad thing. Everyone has a bad feeling now and then. 


Video Games from Never get on board a flying boat. 
the Future! 


e Don't spend your rage too fast, you might 
need more soon. 


Always get off the ship before the 
@ It’s possible to win without Honor. Countdown expires. 
1999's Electronic Entertainment 


Exposition showed us what we'll be Sometimes it’s easier, actually. 
playing in the amazing year 2000! 


 There’s no excuse for not reading the errata. 
Family feuds should stay within the family. @ Get the civilians out first. 
A Near-Perfect 10 Try not to involve dimensional planes in 
any way. 


You don't have to die to leave a legacy. 


Rick picks the must-have games of E’. 


There are two kinds of people: sleeve people 
and nonsleeve people. Find out what you - 
@ Water is life. are, and be that. 


_@ People like shiny things. Can I interest you 
ina holofoil? 
Whenever possible, convince others to fight 
for you. Then thank them and put them in a 
Pall. 
Ae lobody wins a war of attrition. Unless the _ 
Cory Herndon departs for * is with them. 
the Matrix now, where he'll 
take up editing duties 
duelistmagazine.com (ask for 
it by name). He'll be back. 


© Nothing gets respect like a New Hat. 


© You can’t escape your destiny. 


Maybe not today, maybe not 


tomorrow, but someday and 
for the rest of your | 


Inside the Industry 


For more information, contact the email address or website provided with each entry. — 


Endor has arrived and is no 
doubt rocking the Star Wars 
CCG metagame as you read 
this. Off in the distance, 
Decipher should complete their 
first pass through the classic tril- 
ogy with Death Star IL. Later 
releases for the “classic” game, 
like the rumored Shadows of 
Empire, will draw from all ove 
the trilogy at once, as Special 
Edition did. 

The first expansion of the 
Young Jedi CCG, The Mena 
of Darth Maul (see review, pa 
94), is on sale now, and it’s 

_ loads of fun. Look for The Jedi 
Council and The Battle of Na 
- to round out the complete 40 
- card set over the next year or 
| two. ee 


ee eae es 
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STAR TREK CCG (Decipher) 

The Blaze of Glory expansion (see inter- 
view, page 92) is loaded with big, beefy 
Romulan, Klingon, and Dominion per- 
sonnel and features revised ship combat. 
Decipher promises many smaller releases 
scattered over the rest of the year (like 
the oft-rumored Second Anthology). The — 
Ferengi-themed Rules of Acquisition 
expansion should be out in the late fall. 
CCGCustomerService@ decipher.com — www.decipher. com 


BABYLON 5 (Precedence, Tempe, AZ) 

The Psi Corps expansion should finally be on 
shelves. This set of 150 cards introduces the sneaky Psi Corps faction. Collectors will want to 
watch for copies of Bester, Zathras, and Byron cards randomly inserted into boosters at the 
rate of one or two per box. The Babylon 5 Collector's Set (aka The Masterpiece Collection), due 
sometime in August, will no longer include a Shadow action figure (which drops the price 
considerably). It does include 12 gold-bordered and foil-embossed cards, including Valen, 
Sheridan Starkiller, Emperor Mollari, and Babylon 4. The cards are legal only in social 
games, not in sanctioned tournament events. Precedence also promises Severed Dreams, 
focusing on the end of season four, when Bab 5 declares independence from Earth and the 
Old Ones have passed beyond the rim, if you know what we mean. You'll get new starting 
ambassadors like Captain Sheridan and a Delenn who can go through your deck and pull out 
everything you need to cook up Delenn Transformed. Fan favorite Dodger finally shows up, 
no doubt looking for Mr. Garibaldi. 

Precedence will also introduce “alternate time- 

line” characters that didn’t make it onto the 

Babylon 5 show, such as Captain Jeffrey 

Sinclair. That card might also be autographed. 

Precedence hopes to have Wheel of Fire, 

chronicling the fifth season of the show and 

featuring President Sheridan, Anna Sheridan, 

and Corwin, ready to go by December 1999. 

b5@eternity.com — www.eternity.com 
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LEAD THE 
POWERFUL ELDAR’ 
Warriors in an Epic 
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winDOows 
95/98 
CD-ROM 
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( & 
In a galaxy dominated pe 
by the uncaring Empire of 
Man, the mystic Eldar® 
must battle the evil, bio- 
engineered Tyranids®! 

RITES OF WAR™ 
thrusts you into the elec- 
trifying WARHAMMER® 
70 diverse 3-D rendered, animated units from 00 Universe! Based 

the WARHAMMER® 40,000 universe. on the award-winning 

Panzer General® II 
game system, this “> 
turn-based strategy 
game is easy to play, but filled with 
deep strategies that are a challenge to master. 
Substantially upgraded from its famous predecessor, 
units are twice as large and animate when they 
move, attack and die. 

And when it comes to battle, you won't be alone — 
cooperative and head-to-head multiplayer support 
will hone your survival skills! 


and Imagery 91999 Games Workshop Ltd. All rights reserved, The SSI logo and Panzer General are registered trademarks and Rites of War is a trademark. ee 


shop, Space Marines, Eldar and Tyranids are registered trademarks of Games Workshop Ltd. All other trademarks are the property of 


DEVELOPED BY 


A 24-mission campaign features a tightly 
crafted storyline, detailed atmosphere and 
varied victory conditions. 


GAMES 
WORKSHOP. 


www.RiTESOFWAR.COm 


©1999 The Learning Company, Inc. and its subsidiaries. Artwork 
of Learning Company Properties Inc. Warhammer, Games Work 


CONTENT RATED BY 
ESRB 


TO ORDER: VISIT YOUR RETAILER OR CALL: 1-800-716-8503 WITH VISA/MC (NORTH AMERICA ONLY), 


i Inside. the Industry 


by Wojciech Jankowski 


“Yippee!” Johnny shouts. He’ just drawn a battle des. 
tiny of 5. ‘Just enough for Biggs to kill the Dark Lord! I 
control Lars’ Moisture Farm!” Hts jubilant cries are cut 
short when his opponent deploys Darth Vader yet again 
the following turn. The Dark Lord, irritated by the 
near-death experience, chokes Biggs and proceeds to 
exact his revenge upon the suddenly solo Owen Lars. 


e all remember a time when our weenie 
characters first started getting hacked 
apart by scary, glowstick-wielding Jedi. 
Still, while a deck full of main characters 
may be more fun to play, it requires a lot of money that the 
casual Star Wars player may not wish to spend. 
Never fear! If you're looking for a Light side deck that 
mows down all opposition but won't strain your budg- 
et, get out that commons box! 


Jimmy the Hutta 


The Jabba’ Palace expansion boosted aliens, especially 
non-unique aliens, in the tournament viability depart- 
ment. Before the Hutt took over, non-unique alien 
decks had a Jawa’s chance in the Rancor’s pit of win- 
ning against a Mains and Toys deck. With the intro- 
duction of the Audience Chamber (which grants 
bonuses when certain characters act as “representa- 
tives” for their species in Jabba’s court), the aliens 
must have realized their greatest strength lay in their 
numbers. They started organizing unions. 

The key to the Light side’s most effective “alien 
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strategy” lies in the game text of an unassuming squid-headed character— 
Tessek. This alien, when at the Audience Chamber, reduces the deploy cost 
of your non-unique aliens by one and simultaneously adds one to Force 
drains wherever you have a non-unique alien. This is an obvious boost to the 
speed and damage potential of any Light side aliens deck. 


Wojciech Jankowski’s 
midi-chlorian count 
ts off the scale. Be 
mindful of the living 
Force, buddy. 


84 SEPTEMBER 1999 


Watch Your Back 

The only problem lies in getting Tessek and the 
Audience Chamber in play quickly, then keep- 
ing the plucky Quarren safe from rampaging 
Sith Lords. The quickest and most reliable way 
to get the Audience Chamber out is to start 
with it. Although starting the Chamber means 
you can’t play an Objective, the gain in speed 
makes the deck much stronger. 

The next part of the strategy? Get Tessek onto 
his throne in the Audience Chamber. Usually 
youd do this by playing five or six copies of him. 
This would hurt your deck because his destiny of 


DUELIST 


1 would lower the overall destiny of the deck. 
Furthermore, the extra copies of Tessek 
would be useless once he’s on the table. 
Fortunately, the Jabba’ Palace set included a 
neat used interrupt called You Will Take Me 
To Jabba Now. This recycling, destiny 5 card 
allows you to deploy any alien to the Audience 
Chamber from your reserve deck, the perfect 


aliens out of your deck and into play. 


Unfortunately, Bo S 
opponent occupies 
alien. One stormtrooper= 
Dark Jedi—in the Chamber, a 
Shuda is bantha fodder. 

This loophole is what prevented t 

Tessek—Audience Chamber deck fromtaking 

off after the release of Jabba’s Palace. What good™ 

is it if Darth Vader can come down and usurp 

Tessek’s throne? Fortunately, Special Edition intro- 

duced Uh-oh! onto the scene. This effect elimi- 

nates the Dark side’s ability to cancel Bo Shuda 
and provides a forfeit bonus to aliens and a deploy 
increase for Imperials. This effect is so important 
to Tessek’s welfare that you'll want to use The 

Signal to bring it out as your starting effect. 

The last remaining threat to Tessek would be 

Darkside creatures. Fortunately, that scrufty-look- 

ing nerf-herder Rennek takes care of that problem. 


Sycophants and Yes-Beings 

Now that you've constructed the engine of the 
deck, you must decide what race of aliens will best 
serve Tessek. The most important factor to consid- 


er is whether your army can stand up to the pow- 
erful Dark side characters, especially Darth Vader. 


way to get Tessek and any other “ 


waneonne: 


Eloms, but with a lower deploy cost of 2 instead 


That’s why one of the most popular types of 
alien in Jabba’s Palace is the Elom. These crit- 
ters have high destiny and 2 ability, and are 
power 4 when standing off against an Imperial. 
The drawback, of course, is that they cost 3 
Force to deploy and are only power 1 against 
non-Imperials. Force activation in this deck is 
generally low in the beginning, and even with 
Tessek’s deploy -1 for non-unique aliens, it 
might be difficult to muster your expensive 
Elom army. Furthermore, some Darkside decks 
simply have no Imperials at all. 

There is an alternative group of aliens, how- 
ever, who retain all of the best qualities of 


of 3. Furthermore, they have a reliable 3 power 
and 4 forfeit when properly represented. I speak 
of the Chadra-Fans: a fuzzy, batlike race of 
thieves whose representative, Kabe, is as infa- 
mous for her weakness for Juri Juice as she 

is for her nimble fingers. You'll need at least 
12 Chadra-Fans to form the backbone of 
your fighting force, plus one copy of Kabe. 
She can be fetched with You Will Take Me 
To Jabba Now. 


They Put the “Can” in “Cantina” 
The other aliens in this month’s deck serve 
myriad functions. The Bothan Spy can deploy 
to the Executor: Holotheatre and cancel Visage 
Of The Emperor. It can also go Undercover to 
block a Force drain. The Sie-Six’s webs prevent 
Elis Helrot from hiring out for transport and 
makes all those Outer Rim Scouts forfeit 1. 
The Florn Lamproids'will enhance the already 
high destiny in the deck. This should ensure 
that, under normal circumstances, Vader will 
die a quickand horrible death. 

Wiéslea can buy Probe Droids, 5D6-RA-7s, 
and any transport vehicles the Dark side leaves 
lying around unattended. A Cloud City 
Technician is just the alien you need if your 
opponent converts your Audience Chamber 
first turn. You need to make sure you can 
deploy Bo Shuda out of your reserve. Choking 
Pote Snitkin or J’Quille gives you the edge you 
need to win a key battle, or lets one Chadra- 
Fan satisfy all attrition during a battle. 


Embrace Your Non-Uniqueness 
You'll also want to include effects and interrupts 
designed to enhance non-unique aliens. 
Bargaining Table cancels one of your opponent’s 
Force drains per turn, and Nar Shaddaa Wind 
Chimes provides retrieval while simultaneously 
making it easier to get aliens out of your reserve. 
To win consistently in the tournament envi- 


Locations (9) 
1 Cloud City: Carbonite Chamber 
1 Cloud City: Downtown Plaza 
1 Hoth: Defensive Perimeter 
1 Hoth: Echo Command Center (War Room) 
1 Jabba’s Palace: Audience Chamber 
1 Jabba’s Palace: Entrance Cavern 
1 Tatooine: Cantina 
1 Tatooine: Jundland Wastes 
1 Yavin 4: Massassi Headquarters 
Characters (28) 
2 Bothan Spy 
14 Chadra-Fan 
1 Cloud City Technician 
3 Florn Lamproid 
1 Kabe 
1 Rennek 
3 Sic-Six 
2 Tessek 
1 Wioslea 
Interrupts (13) 
1 Choke 
4 Control 
2 Nar Shaddaa Wind Chimes 
2 The Signal 
4 You Will Take Me To Jabba Now 
Effects (10) 
2 Bargaining lable 
1 Bo Shuda 
1 Civil Disorder 
1 Do, Or Do Not 
1 Uh-oh! 
1 Undercover 
1 What're You Tryin’ To Push On Us? 
1 Wise Advice 
1 Yarna d’al’ Gargan 


Union Dues 


Basically, get Rennek, Tessek, 
and Kabe to the Audience 
Chamber as quickly as possi- 
ble (usually within four or five 
turns). Once you get everyone 
set up, place two Chadra-Fans 
at every site where you can 
drain for 2. Now you suddenly 
drain for 3 at each site! Most 
Dark side characters will fall to 
a destiny draw of 4, and none 
should survive a 5. Darth 
Vader, Dark Lord Of The 
Sith, (with Vader's Lightsaber) 
is best left alone, preferably 
with a Sic-Six next door to 


ensure he stays put. —W. J. 


Cc 


ronment, you must include cards in your deck to counter popular Dark side 


strategies as well as cards that counter the counters to your own strategies. 
These cards usually change frequently from one deck revision to another. 

Do, Or Do Not; Wise Advice; and Control all slow or stop Sense and Alter. 
This is necessary to keep essential cards like Bargaining Table and Nar Shaddaa 
Wind Chimes alive. These counter cards may not be required, however, if no 
one in your area plays Sense and Alter. 


Union Busters 

Be wary of Dark side mains beatdown decks, as they can sometimes eliminate 
your destiny draw with Tarkin and Vader. Drawing destiny is crucial to win- 
ning any battle, so any site where your opponent can cancel your destiny is a 
good one to avoid. 

Ultimately this deck plays similarly against almost any deck-type. It relies 
on a multitude of characters and extremely high Force drains to overwhelm 
the opponent. This deck should have no trouble bulldozing its way through 
most Darkside decks, so have fun sending all your opponent’s expensive cards 
into his or her Lost Pile. 


A Dark Time for the Rebellion 

Sadly, I must annouice that this is my final installment for now. It has been a pleas- 
ure writing “The Emperor's Prize.” I hope it’s been helpful in spurring creativity 
and knowledge throughout the Star Wars environment. With luck, and a little 
help from the Force, “Prize” will be back soon. Ml 
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Life among the Ratlings 
Like drifting leaves they move through the darkest valleys of the Shadowlands, 
living within sight of the Great Kaiu Wall—but not under its protection. Brave 
only when cornered, ratlings survive against the worst possible odds, flourishing 


in the tainted, hostile Shadowlands, which the Crab patrol only with the greatest 
caution. Honor be damned; the ratlings are survivors... 


ake a look at your oldest cards and 
you ll see that a few Ratling cards have 
been around since Imperial Edition; 
they've always been part of the game. But 
Ratling theme decks didn’t take off as an 
[sR staple until Shadowlands and Anvil of 
Despair brought us the Ratling Conjurer, 
Ratling Scavenger, and Ratling Thief. 
Despite their reputation as theme decks, 
Ratling decks are fairly competitive in 
tournaments, especially multiplayer ones. 
In other words, they win occasionally, 
perhaps just from their sheer surprise 
value. While they may not seem like a 
huge threat early on, they can gnaw 
away at an opponent in the midgame 
and can generate amazing Force in any 
drawn-out game. 


Folk 
pack This 18 ele 
ace cart a 


RA ane ne 


Human, si 


Sniffing Around: Basic Rat Strategy 
The first principle behind most Ratling decks is 
simple: generate Force quickly using Ratling 
Followers and Personalities. For instance, use one 
Tchickchuk’s reduce-cost-to-0 effect to pay for a 
second T’chickchuk. Use the extra draw from 
Followers like Ashigaru Archers and Ashigaru 
Spearmen to draw more Followers. And of 
course the best hurry-up-and-recruit effect is the 
Tattered Ear Tribe, which lets you search for 
Wolfgang has been other Ratling Pack cards from your Fate deck. 
called a rat, a dirty rat, (Note, however, that the Tattered Ear Tribe can- 
and ‘a thievin, low- not be used to fish for the Ratling Bushi, which 
down Maze Rat that 18 not a Ratling Pack card.) 


ain't worth wipin’ a : 
par a boots on.” But The Willard Factor 
that’s when he’s playing The second principle is almost as basic. Several 
Doomtown,  Ratling cards gain bonuses from the presence of 
other Ratlings, representing the fact that a 
_ swarm of rats is much bolder and fiercer than are 
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isolated individuals. Ratling Bushi gain 1 Force 
for every Ratling Pack card in their unit. 
Likewise, multiple Tchickchuks give each other 
their +1 Force bonuses. Ratling Hordes is a fine 
Action card that provides every Ratling 
Personality in play with a +1 Force bonus for 
every Ratling Follower in its unit. This just 
proves that a Ratling hero is never quite so bold 
as when it is backed up by 200 of its closest 
friends. Ratling Conjurer is a furrier version of 
the Naga Shugenja; it provides every Ratling 
card in play with a +1 Force bonus (at the price 
of a card discarded from your hand). Add any 
two of these together, and you've got a heck of a 
Force multiplier. Ideally, the Standard should go 
on Nokatsu, giving him 3 Chi and making it 
possible to play Superior Tactics on his unit. 

However, gathering a Ratling army takes 
time. With the prevalence of Corrupt Toturi 
Blitz (CTB) and speedy Unicorn decks, surviv- 
ing long enough to get bonuses like the huge 
Force increases of the Imperial Standard, or the 
cumulative effect of Ratling Bushi or 
Tchickchuk, is difficult. The overall strategy is 
to play defensively against a speed deck, using 
Dispersive Terrain and Counterattack to keep an 
opponent guessing. Against an Honor runner, 
you must get aggressive immediately; even if you 
don’t take Provinces, you can force your oppo- 
nent to think defensively and to burn defensive 
cards like Block Supply Lines or Entrapping 
Terrain. Against CTB, remember that 
Enlistment helps you as much as it helps your 
opponent, and doubling the Force of a 
Rik'tik’ticheck that has used its Tactician ability 
can often make all the difference. 


Weaknesses 

Like all Follower decks, Ratling decks are vulner- 
able to dueling. Cards like Another Time! or 
The Gates of Hida Castle can be entertaining 
and worthwhile, if your local environment is 
full of dueling Dragons, Cranes, and Scorpions. 
At the Game Stop in Kent, Washington, hardly 
a game passes without a couple of duels. The 
duelists can get quite frustrated when the 


out. Of course, avoiding duels is perfectly in 
character for this deck theme. Personally, I like 
to make taunting and sneering noises when 
someone plays Iaijutsu Challenge or Jaijutsu 
Duel. (“Humans go home! No one here but us 
Ratlings! Eeek! Eeeek!”) 

Against decks with more mobility, such as 
Unicorn, it’s often worthwhile to Honor-run 
until you can win a big defensive battle. If neces- 
sary, use Superior Tactics to move your biggest 
unit into the Province under attack, then double 
its Force using the Stronghold ability. Once 
you've won a battle defensively, take the offense. 


Sick Little Rats 

Follower decks aren’t your only option for 
Ratling decks. A less competitive (but perhaps 
more entertaining) theme deck can be built 
around T'chickchuk’s ability to make all Ratlings 
immune to plague. Combined with Rampant 
Plague, three Plague Skulls, and a couple of 
Plague-Infested Regions, your troops stay 
untouched, while your opponent's armies dis- 
solve in a blur of coughing, pus, and rot. I’m 
quite tempted to call this a Plague Rat deck.... 


Year of the Rat? 

Unfortunately, Ratling decks seem to be perma- 
nently consigned to the back burner at AEG; 
the designers know that players like Ratlings, but 
they don’t think that Ratlings are worth bringing 
deeper into the storyline (with a Stronghold of 
their own). In other words, “Ringside” (and mil- 
lions of players) loves the little rodents, but there 
won't be a Stronghold devoted to Ratlings any 
time this year, or perhaps ever. 

Although the Ratlings will probably continue 
to play sidekicks to the “tough-as-nails-no-wait- 
tougher-than-that” Crab Samurai, that’s not a 
bad thing. Let the big lugs do the heavy lifting; 
the Ratlings will still be around after the 
Shadowlands Horde comes bursting out of the 
tainted Hiruma lands to wreak havoc in the 
Empire. After all, while the Crab heroes might 
grab all the glory for winning the big battles, the 
clever little chittering sidekicks are the ones you 
cheer for. 


This month’s deck is an up-to-date Extended Jade deck using the new 
Crab Stronghold; it demonstrates most of the basic elements of a 
Ratling Follower deck. The two main ele- 
ments are fast Followers and cumulative, 
overlapping Force bonuses. —W.B. 


Stronghold 
The Citadel of the Hiruma 


Dynasty (40) 


1 Bandit Raids 

3 Corrupted Iron Mine 
1 Farmlands 

3 Ginawa 

3 Hida Unari 

3 Hida Tadashiro 
3 Hiruma Dojo 

1 Inheritance 

3 Iron Mines 

3 Jade Works 

1 Kisada’s Funeral 
2 Ratling Villages 
3 Rik’tik'ticheck 

1 Ropp‘Cth’Cth 
3 Small Farm 

3 Tchickchuk 

3 Yasuki Nokatsu 


Fate (41) 


1 Ancestral Standard of the Crab 
3 Breach of Etiquette 

3 Counterattack 

3 Deeds, Not Words 

3 Dispersive Terrain 

3 Rallying Cry 

3 Ratling Bushi 

3 Ratling Conscripts 

3 Ratling Pack 

3 Ratling Hordes 

2 Stand against the Waves 
2 Stand Firm 

3 Superior Tactics 

3 Tattered Ear Tribe 

3 Test of Courage 
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St 


reconstructed Starter theme decks are one of the best ways to get 


your feet wet, so to speak, in the Magic: The Gathering phe- 
nomenon. Each one of the five decks matches one of the five 


Magic colors. White drives the “Blinding Fury’ 
a “Time Curse”; black infuses “Deadly Instinct”; 


” deck; blue casts 
red leads a 


“Goblin Assault”; and green fuels the “Impaler.” 
Each deck has strengths and weaknesses, and they're designed to play well 
against each other. More importantly, each deck teaches you a new facet of 


the Magic rules and upgrades your arsenal of cards and strategies. 
Let’s look at the decks one by one. 
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“Blinding Fury” 

This white deck features Angels, but not the halo- 
and-harp kind. These Angels can fly right over 
most opposition, and they’re as tough as they are 
pure. Holding down your fort are solid Soldiers and 
Knights. This is a deck that combines a potent 
offense with a strong defense. 


What “Blinding Fury” teaches you: Some Magic cards 
have “triggered abilities’—such as creatures that do 
something when a specific event occurs. Each trig- 
gered ability has two parts: the event and the adi/i- 
ty itself. When the event happens, you follow the 
instructions of the ability. For example, when 
Charging Paladin attacks (the event), it gets a 
bonus to its toughness (the ability). 

“Blinding Fury” also has some creatures that don’t 
tap when they attack, so they can 
play both offense and defense. And 
some creatures in 
“Blinding Fury” 
are specialized for 
defense with extra 
toughness. 


Sorceries (8) 
2 Angelic Blessing 
1 Armageddon 
1 Breath of Life 
1 False Peace 
2 Path of Peace 
1 Vengeance 


Creatures (15) 
1 Angel of Light 

1 Archangel 

2 Charging Paladin 
3 Foot Soldiers 

3 Knight Errant 

3 Venerable Monk 
2 Wild Griffin 
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Lands (17) 
17 Plains 


“Efigines 


Cool tricks in “Blinding Fury”: First of all, you’ve got 
three sorceries—two Paths of Peace and one 
Vengeance—that outright destroy your opponent’s 
creatures. “Blinding Fury” also has a lot of creatures 
with flying. Try using your creature-destroying sor- 
ceries to take out your opponent’s creatures with 
flying. Then yours will sail freely overhead, because 
creatures with flying can only be blocked by other 
creatures with flying. 

You also have one of the strongest cards in the 
Starter set: Armageddon. It’s a sorcery that destroys 
all lands—yes, including yours. Why is that so 
great? One simple reason: you know it’s coming, 
and your opponent doesn’t. Try hoarding some 
lands in your hand before you play Armageddon. 
Or use it to make sure your opponent can’t make a 
comeback from a tough situation. 


Why “Blinding Fury’ is a killer deck: The Magic game 
is all about controlling the table in front of you. 
You've got Armageddon, targeted creature destruc- 
tion, and a vast air force at your fingertips. Your 
opponent's face will turn white as a ghost when he 
or she sees you play that Archangel to win the 
game. 


“Time Curse” 

The blue “Time Curse” deck puts the forces of the 
wind and water at your disposal, with Drakes and 
Elementals controlling the skies while Octopuses 
ensnare the unwary. You'll also control the very fab- 
ric of magic itself, stopping your rivals’ wizardry 
before they even get started. 


What “Time Curse” teaches you: This deck introduces 
a new kind of card: instants. Instants 
like Counterspell are usually played 
during your opponent's turn. You can 
interrupt your opponent's turn to 
play an instant yourself. Then your 
opponent’s turn resumes. This is a 
powerful tool, because your opponent 
is never safe from your meddling. 
“Time Curse” also teaches you the 
ins and outs of triggered abilities, just 
like “Blinding Fury.” Ingenious Thief 
is a creature that lets you look at your 


opponent's hand when you play 
it. The event is Ingenious Thief 
coming into play, and the abili- 
ty is a peek at your opponent’s 
cards, 


Cool tricks in “Time Curse”: The 
three instants in this deck all do 
the same sort of thing: “counter” 
one of your opponent’s cards. 
Not only does the countered 
spell go to your opponent’s 
graveyard, it never gets to the 
table in the first place. So if your 
opponent tries to play a tough 
creature, you can reply “I don’t 
think so” and play your Remove 
Soul. Remove Soul and _ that 
creature spell each go to their 
respective graveyards. You've 
eliminated it before it even had 
a chance to annoy you. 

You also can shut your oppo- 
nent down with two terrific 
sorceries: Time Warp and 
Exhaustion. Time Warp lets 
you take two turns in a row. 
Your opponent will just sit 
there while you attack twice 
and play double the cards. And 
Exhaustion keeps your oppo- 
nent from untapping creatures 
and lands, making him or her 
less able to attack or play new 
cards, And if you can't attack or 
play cards, there’s not much 
you can do during your turn. 


“Time Curse” 


Sorceries & instants (13) 
2 Counterspell 
1 Exhaustion 
2 Extinguish 
1 Ransack 
3 Remove Soul 
1 Time Warp 
2 Touch of Brilliance 
1 Undo 


Creatures (10) 
2 Air Elemental 17 Island 
2 Giant Octopus 
3 Ingenious Thief 
3 Wind Drake 


Why “Time Curse” is a killer deck: 
This deck puts you in charge. 
Your opponents will be singing 
the blues when they have to ask 
you for permission to play crea- 
tures, attack, or even get a turn. 
But you won't grant them per- 
mission to win. 


agic: The Basic 


Never. played the Magic: The Gathering trading card 
game before? Well, the best way to learn is from a friend 
ora demonstration at a game store. But this handy sum- 
mary should keep your head above water until you've 
i i i scanned the rules yourself. Here’s how the Magic game 
Deadly Instinct works: 

The power of the swamp is 
yours to command with 
“Deadly Instinct.” This deck is 
full of creatures to make your 
kid sister cringe, such as Rats, 
Serpents, and Scorpions. The 
player in command of “Deadly 
Instinct” knows that every- 
thing dies eventually, and this 
deck is well armed to speed 
your opponent’s creatures on 
their way. 


lwo players face off, each with his or her own deck. 
Players have hundreds of different cards to choose 
among for their decks, and picking the best on 
“deckbuilding” in Magic jargon—is as much fun as 
playing the game itself. Each deck is shuffled before the 
game, so players still don’t know exactly which cards 
they'll draw. 


At the beginning of the game, each player has a 
score, or life total, of 20. When your opponent reach- 


es 0, you've won! 


What “Deadly Instinct” teaches 
you: You'll be the master of two 
key Magic terms: “destroy” and 
“discard.” When you destroy 
one of your opponent's crea- 


One of the simplest ways to reduce your opponent's 
life total is to attack with creatures. These cards often 
depict creatures from the worlds of myth and fantasy— 
dragons, goblins, and unicorns, for example. But be 
careful—your opponent is probably playing creature 
tures, you remove it from play. cards too, and all those creatures will duke it out in the 
When you make your oppo- middle of the table. 
nent discard a card from his or 
her hand, you keep the card 
from getting into play in the 
first place. Either way, the 
result is the same: the card is in 
your opponent's graveyard, 
where it’s much more difficult 


to reach. “Deadly Instinct” also 


Some creatures are more powerful than others, but 
the biggest, baddest monsters have a drawback. You 
can't play them until you have a certain number of lands 
on the table. Every Magic deck has a lot of lands. There 
are five basic types: plains, islands, swamps, mountains, 


and forests. 


Most Magic decks also have sorceries—think of 
these as one-time, poof-and-they re-gone cards. 
Sorceries can do amazing feats like pumping up 
your life total, granting you extra lands, or even zap- 
ping your opponent with lighting! 


Those are the basics, but there's a whole world of 


Magic out there. Because it was the first trading card 


‘aude (7 game, Magic has literally thousands of cards and the 
ands : Ratatat. ae . : 
(17) deepest strategy of any TCG. There's also a wide 


array of tournaments, ranging from weekly get- 


togethers at the local game store to high-stakes cham- 


pionships with thousands of dollars on the line. 


-D.N. 
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» “Deadly Instinct” 


Creatures (13) 
1 Dakmor Lancer 
2 Dakmor Scorpion 
2 Feral Shadow 


Sorceries (10) 
1 Ancient Craving 
2 Chorus of Woe 
1 Dakmor Plague 


2 Gravedigger 3 Hand of Death 
2 Hollow Dogs 2 Mind Rot 
2 Ravenous Rats 1 Soul Feast 


2 Serpent Warrior 


employs creatures best at offense and 
creatures with triggered abilities. 


You've got 
one of the best creatures in the game. 
Dakmor Lancer is strong on offense and 
defense, and it’s got a great triggered abil- 
ity. When Dakmor Lancer comes into 
play, pick one of your opponent’s crea- 
tures and that creature goes away. You 
have Hand of Death, a sorcery that 
destroys one of your opponent’s creatures. 
Plus you've got Dakmor Plague, which 
deals damage to every creature on the 
table. Your opponent better not get 
attached to any of his or her creatures! 

But why wait ‘til your opponent puts 
creatures in play? Mind Rot and 
Ravenous Rats both force your opponent 
to discard cards—sending them to your 
opponent’s graveyard before he or she 
even gets to use them. And if something 
bad happens to your creatures, you've got 
an answer. When you put Gravedigger in 
play, you get to bring one of your creatures 
back from the graveyard. For your crea- 
tures, even death is only a temporary 
annoyance. 


Your 
opponent will fly into a rage when his or 
her creatures start disappearing and yours 
wont go away. Eventually, your opponent 
will be staring at an empty hand and a 
blank table. That’s when you'll ready your 


monstrous army for one final push. 


The red “Goblin Assault” deck has an 
army of Goblins—led by a Goblin 
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Lands (17) 
17 Swamp 


General, no less, and including Goblin 
Gliders (your air force) and Goblin 
Chariots (your cavalry). You've got 
artillery at your fingertips, too, raining 
flame, lava, and lightning down on your 
opponent’s head. 


You 
have access to two Magic staples—direct 
damage and haste. Direct damage is the 
ability to either reduce your opponent's 
life total or damage his or her creatures 
outside of combat. Direct damage is ver- 
satile, and your opponent has few ways to 
stop it. You can eliminate a pesky creature 
or target your opponent and bring your- 
self that much closer to victory. 

Haste is a creature ability that speeds up 
“Goblin Assault.” Usually creatures can’t 
attack the same turn that you play them. 
Creatures with haste, however, can mix it 
up right away. You can play a creature with 
haste during your main phase, then 
immediately attack with that creature. 
Your opponent gets no time to prepare. 
And some of your creatures have triggered 
abilities, too (sensing a pattern yet?). 


In general, 
this deck has lots of creatures that work 
better as attackers than as blockers. 
They'll be most effective if you use direct 
damage to eliminate your opponent’s best 
blockers. Then your creatures can do 
what they do best. 

One great way to get your creatures 
and sorceries to work hand in hand is to 
use direct damage sorceries to “finish off” 
creatures you weakened in combat. For 
example, if you've dealt 2 damage to your 


Magic |s a Big Deal 

It’s more than just a game— 
Magic is practically a lifestyle. 
Debuted at a game convention 
in 1993, the Magic game has 
racked up some pretty big 
numbers in just six years. 

For example: 


There are an estimated 
5 million active Magic 
players worldwide. 


The Magic arm for organized 
play, the DCI, has more than 
250,000 registered tourna- 
ment players. And the best 
players in the world play for 


$1 million in prize money each 
year on the Magic Pro Tour. 


There are 5,870 distinct 
Magic cards out there—not 
counting promotional cards. 
The next set, Mercadian 
Masques, will add another 350 
cards to the mix in October. 


Don't worry—most tourna- 


ments use only cards from the 


more recent sets. But that’s still 
between 1,000 and 1,300 differ- 
ent cards to plan your strategies 


around. 


The Magic game has 
spawned dozens of novels, 
comic books, action figures, 
and computer games, and 
more licensed products are in 
the pipeline. 


DUN. 


Raging, Goblin 


Goblin General 


Goblin Glider 


Why “Impaler” is a killer deck: You can’t win 
in Starter play without creatures, and 
“Impaler” has the best of the bunch. 
Your opponent will turn green with 
terror when he or she looks across the 


Creatures (13) 
3 Goblin Chariot 
2 Goblin General 
2 Goblin Glider 
2 Hulking Goblin 
3 Raging Goblin 
1 Volcanic Dragon 


Sorceries (10) 


2 Lava Axe 


1 Spitting Earth 


1 Jagged Lightning 


1 Relentless Assault 
2 Scorching Spear 


3 Volcanic Hammer 


Lands (17) 
17 Mountain 


opponent’s 3/3 creature, play Scorching 
Spear to deal the last 1 damage needed to 
send that creature to your opponent’s 
graveyard. 


Why “Goblin Assault” is a killer deck: 
Veteran players know that the Magic 
game is really a race: Bring your oppo- 
nent’s life total to 0 before he or she can 
do the same to you. And if your're in a 
race, it’s best to push your pedal to the 
floor and have speed on your side. 


“Impaler” 

The green “Impaler? deck has a 
menagerie of big creatures. Lions, 
Wolves, and Bears charge out of the 
forests, evading your opponent’s defenses 
and growing to gargantuan size right 
before they attack. 


What “Impaler” teaches you: “Impaler” 
has a trio of terrific creature abilities— 
creatures that deal damage even when 
blocked, creatures with special 
blocking abilities, and creatures with 
landwalk. 

Usually, when your opponent’s 
creature blocks one of your attackers, 
all damage is dealt to the creatures. 
Your opponent remains safe. But crea- 
tures like Lone Wolf work differently. 
You get to choose whether Lone Wolf 
deals damage to your opponent’s block- 
ing creature or directly to your opponent. 
“Impaler” also features an excellent 
defending creature, Norwood Archers. 
Even though the Archers doesn’t have 
flying, it’s able to block creatures that do 
have flying. 


Landwalk is really five different abili- 
ties: plainswalk, islandwalk, swampwalk, 
mountainwalk, and forestwalk. Each abil- 
ity makes your creature unblockable if 
your opponent has that kind of land in 
play. For example, Bull Hippo has island- 
walk, so it can’t be blocked by an oppo- 
nent with an island on the table. 


Cool tricks in “Impaler”: Here’s an easy way 
to win: Play Monstrous Growth to add 4 
to your Thorn Elemental’s power. Then 
attack with Thorn Elemental and deal 
the damage to your opponent rather than 
to his or her blocking creatures. That’s 11 
damage! You've got the game more than 
half won. 

Nature’s Lore is a key card, too. It 
enables you to play lands faster than your 
opponent can. Because you have some 
expensive creatures, you want to get those 
forests into play as fast as possible. 


Creatures (17) 
2 Bull Hippo 

3 Durkwood Boars 
3 Grizzly Bears 

2 Lone Wolf 

3 Norwood Archers 
1 Pride of Lions 

1 Thorn Elemental 

2 Wild Ox 


Sorceries (6) 


table and sees a horde of beefy crea- 
tures that are hard to block effectively. 


The next step: 

Classic Magic 

Once you've mastered these decks, take 
your Magic skills to the next level: Magic: 
The Gathering—Classic. 

Here’s a taste of what you'll find in the 
350-card Classic set: 

* Wrath of God, which wipes every 
creature off the table. Think of it as a big 
“reset button.” 

* Boomerang, a blue card that can 
“bounce” any card on the table back into 
its owners hand for only two tapped 
lands. 

¢ Terror works like Hand of Death, but 
you can use it even when it’s not your 
turn! 

* Blaze is the biggest damage card in 
the set. You'll do a point of damage for 
every land you tap after the first. 

* Llanowar Elves is a green creature 
that works like a land if you tap it. You'll 
play those green spells faster. 

* Some C/assic cards called artifacts have 
no color, so any deck can use them. 


Lands (17) 
17 Forest 


2 Monstrous Growth 
2 Nature’s Lore 

1 Renewing Touch 

1 Whirlwind 
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ong-time Star Trek CCG players have been waiting...and waiting... 
and waiting. ..for the “battle expansion” that Decipher promised 
would beef up more aggressive aspects of the game, like ship combat 
and capturing. By the time you read this, the wait should be over 

p and the next Star Trek CCG expansion, Blaze of Glory, 

should be on the shelves. Lead Star Trek CCG Game Designer Bill 
Martinson took some time recently to answer our questions about this 
much-anticipated expansion. 


Duelist: Will it be possible to score points directly from battle? 


Bill Martinson: Yes, somewhat. We have to be careful here, because we 
dont want battle to become the way to win directly. If your opponent 
could totally avoid all of your dilemmas and score 100 points from battle, 
that would undermine the entire game system. But you can definitely pick up 
some new bonus points from battling—especially 
§ when ee re playing the Dominion affiliation. 


D: In what ways will Blaze of Glory improve 
Space-based battles? How will the predictability of 
space battles be addressed? 


BM: For starters, there’s a new card or two that 
enter play at the start of battle and increase your 
WEAPONS or SHIELDS attributes, so there 
are some new elements of surprise factor. But of 
course the biggest improvement comes from 
the new battle side deck. This side deck is 
_ astack of cards representing different tac- 

_ tics you might use in battle, such as firing a 
photon torpedo or calling for evasive 
maneuvers or sending in an attack wing of 
multiple ships. These cards increase your 
WEAPONS and/or SHIELDS totals in 
various ways, giving you a better chance to 
damage your opponent while avoiding get- 
ing hit yourself. And each player doesn’t 
know which card the other one will play, so 
having 9 WEAPONS to your opponent’s 7 
SHIELDS is no longer a guarantee of success. 
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_ Christopher Gutlmet D: Does the new battle side deck have any other 
holds the patent — strategic benefits? 

for the scoop’ leth 

_or ‘spoon of honor.” BM: Well, | already mentioned how the cards in 

the side deck can help your WEAPONS and 


SHIELDS. But this new card type also has a 


92 «SEPTE L9 ‘DUELIST 


‘weapon ofthe Klingon wor Ai 
eg fist boreth, or “sword of hone” #5 


US it aa 
Aeeles: the Unaenatle soe een cnHU OU8 = ) - SEPUSER CAME 
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eo purpose: oe 
randomized damage. No " 
longer does damaging your opponent’s ships just 
mean his RANGE is down to 5 and he can't 
cloak. Instead, all kinds of nasty things can hap- 
pen to his ship, many of which you can take 
advantage of strategically. 

Each card in the side deck lists one or more 
specific damage results, such as damage to 
engines, WEAPONS, or SHIELDS; hull dam- 
age; transporters going offline; panels exploding 
and killing crew members...the kind of unpre- 
dictable things that we see on Star Trek every 
week. Basically, cards come off the top of your 
side deck randomly to indicate what kind of 
damage you have inflicted upon your opponent. 


D: Are there going to be any modifications for 
Away Team battles? 


BM: We haven't changed how personnel battles 
work, but we have put quite a few new hand 
weapons in this set, with some interesting special 
features. For example, some of them can be used 
to mortally wound opposing personnel directly, 
and some new “concealed” kinds of weapons can 
be put into play at the start of battle as a sur- 
prise. Personnel battle can also be a good way to 
pick up a few more captives. 


D: We are already expecting a Batleth card, based 
on the prerelease advertising (“Bat leth Included’). 
Can you tease us with any other card titles? 


BM: Well, as of right now we are still awaiting 
approval on all the cards, so I can’t say much. 
But assuming the approvals go smoothly (and 
I’m sure they will), you can keep an eye out for 
these new cards: Romulan Disruptor Rifle, Dial 
Martok for Murder, and Victory Is Life. 


D: Capturing and infiltrating are also getting the 
works. How are these mechanics going to be 
improved? Are other affiliations going to get in on 
infiltrating? I'm picturing Sisko with a Klingon 
forehead, or maybe Data and Picard as Romulans. 


BM: We've created some new ways to capture 
personnel, and some ways to help you keep them 
from getting easily rescued by Rescue Captives. 
There are more things to do with captives, more 
things to do with infiltrators, and ways to use 
captives to make new infiltrators! 

We aren't planning to go overboard making 
infiltrators for all the other affiliations—but 
there are a couple. Not necessarily the ones you 
might expect, though. 


D: What strategic benefits will there be to captur- 
ing an opponent? 


BM: Like always, you'll be able to Brainwash 
and Interrogate your captives. And now you'll 
also be able to torture them, exchange them for 
other prisoners, score points for throwing them 
in the brig—lots of fun things for the more 
treacherous among us. 


D: On your website (www.decipher.com), there 
was mention made of “theme cards” for Jem‘Hadar 
and infiltrators. Can you give any more informa- 
tion on these? 


BM: One of my favorites is an interrupt I men- 
tioned before, Victory Is Life. It lets your 
Jem’Hadar earn extra Ketracel-White for them- 
selves by winning personnel battles and/or suc- 
cessfully completing Dominion missions. 


D: Decipher has been dipping into the holo-foil 
card “chase race” lately—any plans for foils to sur- 
face in the world of Trek any time soon? 


BM: I believe we just recently announced on our 
website that there will be foil cards in Blaze of Glory. 
Stay tuned for more details as they develop... 


D: What’ your... 
.. favorite new card? 


BM: Again, I think maybe it’s Victory Is 
Life. A great combination of storyline, very 
useful game play and wonderful lore. 
A really nice little theme card for all a 

my Dominion decks. a 
D: ...favorite new mechanic? = 


BM: The battle side deck. I just 
love all the variety of damage out- 
comes. It really captures the drama 
of a Star Trek space battle where 
panels are exploding all over the 
bridge as various crew members 
shout out status reports like “Shields 
down to 15 percent! Weapons 
offline! Hull integrity failing!” 


jon 
cons Odhice, 


is 


wnrecriTY Bl on a 


D: ...favorite affiliation in this set (or rather, 
which one makes out the best)? 


BM: Well, the Klingons and Romulans get 
a ton of new personnel, and most of 
the affiliations get some cool new 
main characters—in affiliation col- 
ors you might not expect—but I 
think the Dominion gets the lion’s 
share when it comes to cool new 
enhancement cards. One in particu- 
lar is going to really grease the skids 
for invading the Alpha Quadrant. 
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riefly commonded by 
D: Anything for the Borg? From what pion 
I've heard of this set, it might not be 


their style. 


BM: There are definitely some cards 
designed specifically to help Borg decks. Of 
particular interest would be the cards that help 
you deal with intruders aboard your Borg ships, 
and a card that makes Regenerate more effi- 
cient for the Borg and less efficient 
for the other affiliations. 


D: What’ next for the Star Trek 
CCG? 


STRENGTH 4 


BM: Oh man, so much that I don’t 
even know where to start. There are 
lots of surprises brewing for Star 
Trek, and we haven't quite decided 
which ones to announce first. So 
keep your comm channels open and 
your warp drive on hot standby; 
there’s a fon! 
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even for us wizened old Jedt types. 
“Do you think you’re some kind of Jedi, waving your hand around Like that?” 
oung Jedi (YJ) has obviously been designed with, well, young players in 


mind. The game is easy to learn and easy to manage, qualities that this 
purportedly adult reporter found refreshing. 


Young Jedi CCG 
Menace of Darth Maul 


Decipher, Inc 
Norfolk, Virginia 


Premise 

Decipher brings forth its 
third CCG, an entertaining 
game aimed at the Anakin 
crowd that could easily take 
hold with players of the 
original Star Wars. 


Format 

140-card premiere expansion 
for the Young Jedi. CCG, sold 
in 60-card starter decks, 12 
booster Collector's Boxes, and 
11-card boosters with one rare 
each. There are 18 additional 
diffraction foil cards included 
one per every ninth booster 
or so, technically raising the 
total card count for serious 


collectors to 158. 


Website 


http://www.decipher.com 


Cory Herndon knows 
how to make that 
padawan haircut 
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By late 1999, we're told on the inside back cover of the Young Jedi rulebook, Decipher 
plans to deliver a “full-featured customizable card game called The Phantom 
Menace.” They plan to explore Episode | with the same depth that they've given the 
original trilogy in the Star Wars CCG. Hopefully, the designers wont stray too far 
from the design they've hit upon with Young Jedi, because this “kid's” game is a blast 


cessfully evacuate, your cards go back into your _ 
deck and any unique characters who had been left 


Note: This piece contains spoilers for Star Wars E episod le I~ 


The Phantom Mena 
sorte Ww gbieel clear of t { 


it already. [ts aln 


You Wal } 
Decipher Keeps ire Je 


the Negotiations Short—And Fun 


Title—This isn’t the only Power—A measure of 
that character's strength 


in-battle. 


Queen Amidala in the 
game, but it is the only one 
called “Ruler of Naboo.” 
iS Power Moditiers— Those 
“Stackable”-~-This means little red dots means the 
that you can stack multiple Queen gets a power bonus 


copies of the Queen. of one at each of those 


—Watto three locations pictured. 
Counters—These bars tell 
you how many of your six Destiny—There’s no 
deploy counters the Queen escaping the Queen's 


must use to deploy. killer destiny of six! 


The Little Differences 1 6 
ee 


Queen Amidala ° 
Ruler of Naboo - 
t 


YJ borrows a few elements from the original Star 
Wars CCG, notably the destiny draw, and a little 
from Star Trek (like character-to-character com- 
bat between a pair of face-down characters). For 
the most part, however, Young Jedi sheds a lot of 
the baggage of Decipher’s earlier games. For 
starters, Decipher has managed to get rid of the 
table-eating spaceline from Star Wars and Star 
Trek. Action takes place at one location at a 
time, which acts as the setting of the story. 

In the initial release, Menace of Darth Maul, each 
side of the Force (that'd be “Sith” and “Jedi” this time 
around, although they'll answer to “dark” and “light”) 
has two different locations on each of the three plan- 
ets in the game (Tatooine, Naboo, and Coruscant). 


Characters deploy to these locations, where the 
ploy y 
fieht nearly every turn using a “Battle Plan.” 
§ y every gs 
Force activation has been replaced with action 
points, six per turn. You can deploy up to six 


“My place is here with my people.” 
— Queen Amidala 


points’ worth of cards every turn, and at the end 
of each turn you also even up your hand size to 
six cards. No more trying to figure out how much 
force is in which pile. 

Starships handle quite differently in this game. 
When the action shifts to a new planet and char- 
acters are left behind, they can get off-planet if 
you deploy a transport starship card. If your 
opponent has one in hand, he or she can play a 
starfighter to attack you, which will include a 
destiny draw. Transports like the Republic Cruiser 
have high power to make up for that lack of des- 
tiny, but it can still be touch and go. If you suc- 


Green Border—This is 10 Rarity—That little star 
the version of Queen means the Queen is-rare! 
Amidala that gets power A three-sided star would 


bonuses on Naboo, so mean common, four- 


she’s got a green border. sided uncommon. 


you how many cards you image of Darth Maul can 
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Damage—This shows 11 Expansion Symbol—An 
only mean that this card 
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Darth Mau/ expansion! 


have to lose from the top 
of your deck if the Queen 
loses a fight. 
Flavor—Usually a quote 


2 Green Dot—This card 


from the movie, although fills one of the ten 
sometimes I or ereen-dot slots in your 


makes up their own. 


Pouiciek ne geaply ae the most elegant 
deckbuilding mechanic I’ve ever seen, and it allows 
a new player to hit the ground running easily. 
Every card has one of six colored dots in the lower 
right hand corner. Every Young Jedi deck must 
contain 10 of each color—10 times 6 is 60! Boom! 
Now technically you need to choose every card 
in the deck, but this method removes one of the 
most time-consuming elements of deckbuilding— 
the part where you go through and pick out the 
stuff you put in just because it sounded cool, not 
because it was really necessary to your strategy. 
Red, blue, and green dots are characters; yellow 
indicates a battle card; orange, a piece of equipment you can ee tal 2 
or a weapon; and purple marks ships and locations. worry about the lo 
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Battle is likewise much simpler. Basically, you 
place your characters face down in the order you 
want them to fight (along with appropriate 
blasters, lightsabers, and other power modifiers) 
and then match up characters against one an- 
other as they pop up. Sometimes your Jedi Master 
might come up against an easy-to-dispatch Battle P, fae Were coe 
Droid, but he could just as easily find himself on } het | rt 
the business end of a Sith Lightsaber. 2 : | st 
Weapons or other pieces of equipment generally 
grant either a simple power bonus (indicated by a 
certain number of red dots) or a destiny draw. Unlike 
the original Star Wars game, YJ contains no 0- 
destiny cards. Destiny simply adds to power; there’s 
no attrition to worry about. Battle cards also add 
power or destiny, although they're discarded at the 
end of the battle Finally, each layer — their 
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Cory Herndon now 
knows that Escape from 
L.A. wasnt fiction— 

it was a docu-drama. 
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The makers of Heroes of Might & Magic III 
had an expansion for that addictive game on dis- 
play called Armageddon’ Blade. This extremely 
cool package includes an all-new city type with a 
téehno-slant (think goblins with machine*gtins 
and zombies, with chainsaws,for*hands, Evi/ 
Dead-style). And the much-needed random map 
generator will keep Heroes III players happy for 
a good long time. 3DO also had a few Army 
Men games on display, including Army Men'TII 
for'the.PC (plastic soldiers fightdittlé plastic 
retro space dudes) and Sarge’s Heroes, a third- 
person action-style console game for both N64 
and PlayStation. 


Acclaim was all about action at this year’s show. 
Shadowman is a dark action shooter, for both 
consoles and the PC, that follows in the Turok 
mold. They're also developing titles for 
Dreamcast, like Velocity, a futuristic hoverboard 
racing game that pushes the limits of the new 
Sega system. 


This longtime game manufacturer draws from 
both the past and the future with a number of 
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After the wonderfully chaotic spectacle that was Atlanta’s E} ’98, this reporter wasnt 
sure what to expect in the City of Angels, home to E3 ’99. Fortunately, this year’s 
show—the biggest of its kind in North America—did not disappoint. 
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their new releases. Quake III: Arena is that 
rarest of animals, the almost-100-percent sure 
thing. Gamers can expect new curved textures, 
intelligent bot opponents and loads of first- 
person, multiplayer action. Activision's trio of 
Star Trek titles includes Voyager: Elite Force (a 
shooter built around the Q3A engine and featur- 
ing generous dollops of Borg babe 7 of 9), 
Armada (a visually stunning real-time strategy 
game of starship combat), and Insurrection, an 
action adventure title that acts as a sequel to the 
film (the crew of the Enterprise return to the 
Baku planet). Vampire: The Masquerade is 
based on White Wolf’s live-action RPG. This 


(usually) first-person game looks great and ought 


to satisfy the sanguiverous everywhere. On the 
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sequel front, you'll hardly recognize Dark Reign 
II. Gone is the StarCraft-style interface, 
replaced by a purely 3D camera that lets you 
jump into units, fly up over them to direct com- 
bat, and generally wreak havoc. Battlezone II 
carries the storyline of the original (which set 
the game during the U.S./Russian space race) 
into the future and introduces a new threat to 
national security that will need to be dispatched 
by futuristic tanks. 


One reason companies 
like Bungie make such 
consistently good 
games is that they take 
their time and don't 
overextend themselves. 
Thus, we have Oni, 
Bungie’s big title of the 
show, an incredible 3D 
action game that will 
release simultaneously 
for both Mac and PC. 
You play a one-woman 
wrecking crew named Konoko who could run 
circles around Rainbow Six any day. Watch for 
this one, it’s going to rock. 


The longtime action-game maker had 20 titles 
on display this year, including the PSX title 
Dino Crisis, a game that gives the Resident Evil 
scenario a Jurassic Park twist. Speaking of RE, 
Resident Evil: Code Veronica and Resident 
Evil: Nemesis will be lighting up PlayStations 
and Né4s soon. Also on hand were a slew of 
fighting titles like Street Fighter Alpha 3 and 


Marvel vs. Capcom. 


Cavedog presented the impressive multiplayer 
RTS title Total Annihilation: Kingdoms. Not 
exactly a sequel to the futuristic TA, Kingdoms 
transfers TA mechanics to a meticulously 
crafted, 3D medieval fantasy setting. Choose 
from four unique sides and throw in naval and 
aerial combat for good measure, and you've got a 
game that could well (knock on wood) become 
the Next Big Thing. Amen: The Awakening, a 
first-person shooter, casts you in the role of a 
British spy, circa 2030, who must stave off the 
absorption of mankind by evil bio-spawn. 


Jade Cocoon, a PSX roleplayer that has you 
chasing all over a magical kingdom hunting for 
monsters, was Crave’s big star of the show. Also 
on hand was Battlezone 64, a slick port of the 
Activision PC title to the N64, and Asteroids 
64, which returns the classic rock-smashing 
space game to the console after two decades. 


The Sims might well have been the most origi- 
nal game at the show. Players literally control 
everything 
(including bath- 
room breaks and 
wild parties) in 
the life of 3D- 
accelerated peo- 
ple called Sims. 
With Ultima 
Online an 
unqualified mul- 
tiplayer success, 
EA’s Origin 
branch is now 
focusing on Ultima IX: Ascension, a dazzling 
first-person fantasy roleplaying game. 
Meanwhile, Square/EA announced plans to port 
Final Fantasy VIII (which hasn't even released 
stateside at the time of this writing) to the PC. 
Its predecessor was quite a hit on the PC, and 
3D accelerators should show off the game’s 
graphics exceptionally well. 


The house that Lara built had lots of Ms. Croft 
on display, although not much in the way of 
anything mew for Tomb Raider. They did 
announce that David Bowie will be featured in 
the sci-fi game Omikron: The Nomad Soul. 
They were also still pushing Ion Storm’s 
Daikatana, a holdover from last year. 
Anachronox, also from Ion Storm, is an SF 
RPG that runs off the Quake II engine. Deus 
Ex is a star-spanning empire-saving game where 
you strategically prevent the collapse of civiliza- 
tion in the far future. 


This group, made up of several different (duh) 
developers, had a great setup at the show— 
instead of becoming lost amid the chaotic 
cacophony that was the LA Convention Center, 
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Cool Things about 


E5 “99 


That Haven't. Gotten Much Press 


3 is a big, big show, and 


naturally most of the focus 
rests on the games, software, 
and hardware at the show. 
Since its a trade-only event, 
however, “civilians” often miss 
out on some of the niftier bits. 
As soon as you enter the Los Angeles 
Convention Center, a model in rub- 
ber pants hands you an issue of the 
Show Daily-—-a newspaper of sorts 
for the event. This also happens 
when you leave one wing of the con- 
vention for another, when you exit 
the restroom, or when you're trying 
to surreptitiously pick your nose. 
Well, maybe that was just me. But 
these , | tells 


ya. 


Freaky sorceress chicks, Klingons, 
Harley-Davidson models, and dirty 
apes (as in “Planet of”). These 
were just a few of the 

that frequently 
presented themselves. And they’re 
all just crazy about out-of-shape - « 
magazine editors, let me tell you! 


Los Angeles is a fot closer than 
Atlanta (site of E> ’98) for 98% of 
the industry. And there’s 

! At least, 
someone told me that. 


A 30-foot Scotsmari-ah stilts shilling 
for the Scottish Gaming Alliance or 
some such thing, not 30 feet from 
Dr. Evil and some 

. They 
maintained an edgy truce through- 
out the show, although Mini-Me 
could not be reached for comment. 


The life-size Star Wars: The Phantom 
Menace characters at the 

that moved around anima- 
tronically and spouted dialogue from 
the film. There’s something especially 
surreal about standing eye-to-eye 
with a big, solid piece of CGI. 


Free beer! Free cigars! Free booze! 
Parties abound at E3, and this year 
was no exception. The 
was fierce. In fact, | 

received a call from one PR person a 
few days after the show to see if | 
was alive—apparently he’d lost track 
of me somewhere in West arg 
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P shots Heard 

Round the Floor 
Electronic game companies 
love to spring big news and 
unveil long-awaited prod- 
ucts at E2, In no particular 
order, we present some big 
events along with a shock 
rating based on a “shockabil- 
ity scale” of 1-10. 


Sega officially 

unveils Dreameast, 

Now this one was originally 

announced at last year’s show, 

and some Japanese models 

of this console have made their 

way to the States already. This 

unfortunately robbed the 
announcement of shock 

value, although the system looks 

and plays superbly. 

Shockability: 1 


Nintendo announces “Dolphin.” 
This new console, however, is sure 
to make heads spin with 200 MHz 
of video processor chip, and games 
run off a DVD system. Still, is it 
really surprising to hear that 
Nintendo is working ona next- 
generation console? Look for it 

by Christmas 2000. 

Shockability: 6 


The 3dfx Voodeo3 3500 TV, 
This 3D card could well prove 
revolutionary if it delivers on all 
that 3dfx promises. The card helps 
to integrate multimedia features 
such as TV and radio’into your 
computer interface. Sure, everyone 
expected the , but not 
quite like this. 

Shockability: 7 


Sid Meier and Firaxis to 
create Civilization Ill. 

Hot on the heels of Meier’s 
induction into the Academy of 
Interactive Arts and Science’s Hall 
of Fame comes the announcement 
that he’ll return to help create the 
true sequel to , something 
that many would have reckoned 
impossible at worst, improbable 
at best. With the Civ franchise 
now secure and 

still riding high, things look great 
for Meier fans everywhere. 
Shockability: 8 


Command & Conquer: 
Tiberian Sun still not ready, 
OK, this wasn’t really a huge 
announcement, but for Pete’s sake, 
if this thing doesn’t release soon, 
there won’t be any point. Let’s get 
that on the rise already! 
Shockability: 3 


—C.H. 
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Star Trek 


they rented some trailers and set up a beer gar- 
den in a vacant lot across the street. GoD’s got 
quite a few hot projects gathering speed. Epic 
Games and Human Head Studios use the 
Unreal engine to put players into Viking boots 
for the dark, semi-historical action game Rune. 
Darkstone, from Delphine Software, is an 
immersive (and largely underground) 3D role- 
player that promises to be quite addictive. KISS: 
Psycho Circus (from Third Law Interactive) is a 
3D shooter based on Monolith’s Lithtech 
engine that will have you rocking and rolling all 
night and partying every day. 


Prepare to give up all external sensory input 
once again—Civ is back for real. Hasbro and 
Sid Meier’s Firaxis Games have reached an 
agreement (see sidebar) to create Civilization 
III, the first completely new game in the series 
in years. Anticipation is high, and if Alpha 
Centauri is any indication, the game will be 
smashing. 


Interplay stood with one leg firmly entrenched 
in the 23rd century thanks to three promising 
new Star Trek titles. Klingon Academy stars 
Christopher Plummer (in his Star Trek VI role) 
and puts you in control of Klingon battleships. 
New Worlds is a gorgeous planet-level RT'S 
that plays like a cross between Battlezone and 
Total Annihilation. Starfleet Command will 

( 
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bring the venerable Starfleet Battles naval-style 
combat game to the PC in a manner that 
should satisfy fans of the original paper version 
and newbies alike. Interplay also showed us 
Planescape: Torment, an AD&D RPG that 
you're going to be hearing more about over the 
next few months. The Baldur’s Gate Infinity 
engine has been tweaked to provide more 
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viewing area on the screen, more-intuitive con- 
trols, and loads of animation and detail. And 
the freaky “Outer Planes” setting is creepy and 
cool. This reporter was especially stoked to see 
Freespace 2, the sequel to the atmospheric 
space combat sim that now offers Wrath of 
Khan-style nebula effects, capital ships so big 
that it takes an entire minute to fly their 
length, and dynamic simulator physics. Boom! 


Not surprisingly, the LA booth was loaded 
with Star Wars. The Episode One: The 
Phantom Menace 3D action game looked 
good, while Jedi Knight fans will be heartened 
to know that a new game called Episode One: 
Obi-Wan will return LucasArts to the world 
of the first-person shooter, full-on Jedi style. 
Meanwhile, Indiana Jones and the Infernal 
Machine sends players on an action-packed 
adventure at the dawn of the Cold War. That’s 
right—Indy finally gets to fight evil Commies 
instead of evil Nazis! 


Birth of the Federation is a Star Trek game 
with a difference: players actually build, 
expand, and conquer with an empire built from 
one of the core TG species, such as 
Federation, Klingon, Romulan, or Ferengi. 
MechWarrior 3 should be appropriately 
huge—the long-anticipated giant robot game 
looks great and delivers more realistic (well, as 
realistic as you can get with giant robots) com- 
bat than ever. It’s especially satisfying to squish 
foolish (and tiny) enemies who step outside 
without their Mech. 


The big MS continued a cautious push into 
gaming, with the meticulously planned Age of 
Empires II: Age of Kings promising even more 
historically accurate real-time strategy (right 
down to the languages the little guys speak). 
Also on hand were the wickedly fun Midtown 
Madness and the Digital Anvil-developed 
Starlancer, a pretty space combat sim. 


Its release is still a long, long way off, but 
Mindscape’s first new AD&D roleplaying 
game in years, Pools of Radiance II, was one of 
the most talked-about games of the show. Fully 
3D-accelerated, yet with an incredibly detailed 


Feel What It Is 
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: Gameprix.com Voodoo Extreme 


Live as a vampire, feeding on human prey while Build your own thrilling adventure with Survive a stunning 3-D world over 800 years— 


struggling to maintain your humanity. a unique storytelling system. from medieval Prague to modern New York. 


www. activision.com 


Coming this Winter 


VY) Vampire: The Masquerade, White Wolf and World of Darkness are registered trademarks and Vampire: The Masquerade—Redemption is a trademark 
of White Wolf Publishing, Inc. © 1999 White Wolf Publishing, Inc. © 1999 Nihilistic Software, Inc. Published and distributed by Activision. Activision is a 
software registered trademark of Activision, Inc. All rights reserved. All other trademarks and trade names are the properties of their respective owners. 


and Ends 


Fox Interactive (Aliens Ws, 
Predator) has announced plans 
to create a game based on Planet 
of the Apes.... Y'all come back to 
SouthPeak Interactive, y’hear? 
They’ve got Wild Wild West and 
Dukes of Hazzard games makin’ 
a run for the county line.... 
Konami, makers of the smash hit 
Metal Gear Solid, would like to 
infiltrate your gaming systems 
with Castlevania Special 
Edition and Castlevania 
Resurrection, Spawn, and an 
expansion for MGS called Wi 
Missions... Namco is preparing a 
hot fantasy title for the Dreamcast 
system called Sou! Caliber... 
Action and adventure fans will 
want to check out Mission: 
Impossible and, Outeast, both 
from Infogrames Entertainment.... 
And Atlus hopes to send 
PlayStation RPGs where none have 
gone before—into the world of 


dating—with Thousand Arms. 


—C.H. 


Castlevania 
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isometric interface, this game will be just the 
thing for anyone who's finished with Baldur’s 
Gate or Torment. They’ve also got Reach for 
the Stars, a space colonization sim developed by 
SSG, and an all-new revamp of an old favorite, 


Prince of Persia 3D. 


Monolith had three solid titles to show off, 
including Sanity, a CCG-inspired action game 
with an emphasis on weird psychic powers. 
Septerra Core was acquired from another devel- 
oper and now appears to be one good-looking 
console RPG. Also on hand was the horror- 
themed roleplaying game Odium, a game that 
promises to take players into a secret Russian 


underground city during the Cold War. 


That Pokémon Stadium is going to be an enor- 
mous hit is a foregone conclusion. This N64 title 
lets you take your little captured pocket monsters 
from your Game Boy game and fight with them 
in beautifully rendered 3D! In addition to the 
expected Pokémon blitz, Nintendo’s Star Wars: 
Episode I Racer was a huge draw for the console 
giant. The game truly captures the excitement of 
the pod race that acts as the centerpiece of the 
film, and for my money it had the coolest display 
at the show. 


Drakan has probably made it to release by the 
time you read this and, if the version at this 
year’s show is any indication, it’s tearing up the 
charts. This truly dazzling game lets you play as 
Rynn, a dishy young dragonrider who gets into 
3D-rendered trouble both on and off her drag- 
on. Also look for Wipeout 3, the latest in what 
has become Psygnosis’s premiere racing series. 


Espionage fans were drooling over Rainbow Six: 
Rogue Spear, the sequel to the award-winning 
Tom Clancy spy game that boasts more intuitive 
controls and improved enemy AI. What’s more, 
the original Rainbow will soon be ported over to 
the PSX, N64, and even the Game Boy Color 
(!), which could bring society to a halt as kids 
and adults get sucked in. 


Sega's putting their all into Dreamcast,.and why 
not? The system looks great and has plenty of 
time to become established before the other two 
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big console-makers come out with their own 
next-generation systems. Gamewise, Sega was 
pushing Dreamcast titles like Sonic Adventure, a 
3D version of the longtime Sega mascot. The 
multiplayer Virtua Fighter 3tb (that’s “tb” as in 
“team battle”) will have fighter fans salivating. 
And House of the Dead 2 promises even more 


first-person, zombie-blasting action. 


Now a division of the French entertainment 
company Havas Interactive (as is Blizzard), 
Sierra has a lot of goodies in store for 99 and 
2000. Homeworld will provide real 3D space 
combat (as opposed to the usual “2D grid on a 
space backdrop”) and looks gorgeous to boot. 
Gabriel Knight 3 offers a compelling story- 
driven adventure with Tim Curry as the hero. 
With Valve, Sierra will also soon offer the hotly 
anticipated multiplayer shooter Team Fortress 2. 


Fans of Deep Space Nine who are still grappling 
with the loss of the show will be glad to see The 
Fallen, a first-person shooter powered by both 
the Unreal engine and bits of Unreal 
Tournament. Play as Sisko, Worf, or Kira as you 
fight a Pah-wraith threat to the station. A sequel 
is planned for the year 2000. 


Sinistar 


The action and sports specialists have some nifty 
new stuff for console gamers. Danger Girl stars 
the babe-elicious spies from the hit comic book, 
although an actual demo was nowhere to be 
found. Shao Lin is an impressive 3D fighting 
game for the PSX inspired by Hong Kong action 
pictures. Meanwhile, Sinistar: Unleashed is a 


sequel to the classic arcade game and v ba 
rare PC release from THQ. It manage 

remain faithful to the original while ex ag 
expectations in the space sim departm« ra 
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The Electronic Entertainment 


Exposition (E3) is a carnival of 


computer gaming. 


“y company in 


the industrys on hand to show 


latest, ready or. no: 


During a break at BE, 
Rick went to the local 
StarWarsBucks café, 
where he enjoyed some 
Java the Hutt and an 
Obi-Wan Cannoli. 
Those jokes and $5 will 


get you a cup of coffee. 
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The most rockin’ action RPG 
& ever gets a major facelift from 
Blizzard Entertainment, with 


more enhancements than you 
can shake a King’s Staff of 
Hasted Mana at. 

Let’s start with the bad news: 
you can't transfer in your charac- 
ters from Diablo. 

That’s it for the bad news! 
The good news just doesn’t seem 
to end—five new character 
classes, from Amazon to 
Necromancer; characters now 
have a skill-based system for 
level advancement—one 15th-level Paladin 
might be very combat-oriented, while another 
15th-level Paladin is buff with healing spells. 
Combat is quite a bit more interesting, because 
monsters have more ways to hurt you (like poi- 
son and disease), and you have more ways to 
hurt them—special attacks form a large part of 
the character skills. When the going gets tough, 
characters also get to run away from combat, 
and they really rum. Sure, some monsters can 
still keep up, but being able to run through 
cleared areas and towns is a nice idea, probably 
taken from Hellfire. 

Speaking of towns, this game’s quadruple the 
size of the original, with outdoor areas (com- 
plete with sandstorms and lighting) you can 
adventure through in addition to dungeons. 


The scope of the 
game is likewise larg- 
er—Daiablo has taken 
over the adventurer that almost defeated him in 
the original, and fled to the East where he 
released his brothers. Naturally, thrashing three 
arch-demons will take a bit more area than the 
piddly village from the original Diablo. 

Also groundbreaking is the fact that Blizzard 
will monitor their server to eliminate cheaters 
who hack their way into godhood. They’re 
going to allow players to get together and form 
online guilds (as with some online RPGs), giv- 
ing players a place to meet and to store their 


excess adventuring loot. 

No doubt about it, Diablo IT is a must-play, 
must-own game that is sure to be under many 
trees if it makes the planned holiday season 
release date. 


There weren't many non-action PC 

RPG titles at E this year; the two 
strongest were 3DO’s Might and 
Magic VII and Black Isle Studios’ 
Planescape Torment. While both are 

strong, Torment breaks more ground. 
Torment uses tweaked versions of two tried- 

and-true systems: the AD&D rules (changed as 

per the Planescape campaign setting) and the Bioware 
Infinity Engine from Baldur’s Gate (with more of a close- 
up view). While many fantasy RPGs, especially those based 
on AD&D, are just starting to get the “been there, done 
that” feel—anybody want to guess how many kobolds I’ve 
killed in AD&D games?>—Torment is set in the “outer 
planes,” where almost no adventurer, much less adventure 
game, has ever been. 

Your character, The Nameless One, is a powerful immor- 
tal. Unfortunately, he wakes up with amnesia in the morgue 
(okay, “wake up with amnesia” has been done once or twice, 
but not like this), and his main goal is to find out who he is 
and what’s he supposed to be doing. If you make a mistake 
and get killed in the game, you'll be coming back here. 
Getting killed might even help you—another break from the 
typical RPG, where being defeated in combat means reload- 
ing your last saved game. 


scape Torment | 


Along the way, you'll pick up henchmen, 
but maybe hench-entities is a better word to 
describe the flying skulls, righteous succubi, 
animated suits of armor, and walking cubes 
that’ll join you. Even your inventory items can 
have personalities, and, while you can set your 
statistics when you “roll up” your character, 
your alignment is determined by your actions 
in the game. Since alignment determines the 
actions and reactions of the NPCs, Torment 
might even have a bit more replay value than 
your usual single- 
character-driven 
RPG. 

‘Torment should 
be ready by the 
end of summer, 
and anyone who 
plays RPGs and 
has 600 MB free 
on the ol’ hard 
drive should check 
out this minor 
miracle. 


up the rules so that the personnel in the units you build-gain 


One thing about this year’s E>—everyone seems to have a collec- 
tion of licensed Star Trek games to demonstrate. Of the dozen or 
so titles shown, Interplay’s New Worlds looks to be the most likely 
Trek title to be a must-play [although Activision's Star Trek: Armada 
also looks pretty tasty—Unsolicited Editor's Opinion]. The secret is 
probably that the game was first designed as a fun real-time strat- 
egy (RTS) game in a generic universe, and was only attached to 
Star Trek after much of the programming was completed. 

Perhaps i ip honor of the mega-selling StarCraft, many such 
games at ES have “three very unique sides.” New Worlds is no 
exception. Don't let the generic roots fool you. Each faction— 
Federation, Klingon, or Romulan—has the very distinctive archi- 
tecture, coloration, and “look” (for lack of a better word) that 
Trek fans know and love. The sounds of phaser fire, the wavering 
effects of cloaking technology, and even the explosions are so 
spot-on that this game might create a few fans as well. It’s all 
done with gorgeous 3D graphics, and watching Federation hov- 
ertanks cast moving shadows, glide over hills, and engage the 
enemy is quite a treat for the eye. 

One thing that Star Trek purists might not approve of is 
the endless violence that defines the RT'S game genre. Unfor- 
tunately, endless (computer-generated) violence is fun, so there’s 
no way to eliminate that. Still, developer 14° East has at least set 


experience, meaning the “build and burn” mentality of other 

games might not be the best strategy here. As you perform 

research, you get access to more advanced units, making it worth- 

while to save experienced troops to staff your shiny new forces. 
New Worlds is slated for release in Winter 1999 (which prob- 

ably means February of next year). 

It might not be for everyone to 

play, but it’s certainly something 

everyone should see. 


peel Y : TREK 


New wo =a 
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ABS 


Eleven & Beyon 


Honorab 


is a gigantic show, and 


many games fell just 
short of the top 10. 


sss Warhammer 
40k Rites of 
War will exploit the 
grace of the 

engine, and con- 
sidering how well 

worked, Rites 
might set a precedent for 
a range of engine/license- 


crossing games. 


MicroProse is trying 
something similar with 
Birth of the 
Federation, a 

game with a strong 


feel to it. 


SS\/Mindscape has high 
hopes for Pools of 
Radiance JJ. this 
—style iso- 

metric RPG marks the 
return of the “Gold Box” 

games of old, and 
the designers claim that 
PoR Il (the title will 


most likely change) will 


be more fast-paced and 


Cont. on page 106 
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Cavedog’s Total Annihilation attained a cult 
following a couple years back, although it never 
came close to matching the awesome popularity 
of Blizzard’s StarCraft. For a sophomore effort, 
Cavedog has taken the TA engine and wrapped 
it around a fantasy setting with four unique 
sides (hey, that’s one more than the standard 
set!). With Blizzard reluctant to release infor- 
mation on Warcraft III, Cavedog should have 
the advantage of getting this strong game to 
market first. 

Each side has its own unique way of taking 
are 


druidic, for example, and their beastmasters 
summon animal units such as talking dinosaurs 
and unicorns. The knights of Aramon are your 
basic medieval dudes in shining armor. Veruna 
has adventurers and merchants (but can still 
hold its own in a fight), and Taros controls the 
forces of the underworld. Each side has an ele- 
mental theme, and the monarch (that’s “com- 
mander” to anyone who played the first TA) has 
special abilities, too.’To make things even more 


Giants: Cicizerr <aouto 
Planet Moon Studios hopes to make a dent in 
the RTS market with a game like no other. If 
you can get past the goofy name, you'll see this is 
a groundbreaking game. In fact, this game doesn’t 
just break the ground, it tears it up into a mud- 
pile, sloshes it around, and slaps it in your face. 

In a way, Giants is a RTS game on a smaller 
scale—you control individuals instead of tanks or 
units. Perhaps “small scale” isn’t entirely correct. 
You can control “normal”-sized units, or a sea 
monster, or even a 30-foot-tall Kabuto. Yep, you 
guessed it, this game has (repeat after me) three 
unique sides! The Meccaryns are the high-tech 
race, and their space marines do a great job of 
running for cover and zapping their enemies. 
The Sea Reapers have magical power, as well as 
big slimy friends to help them out near the 
water. The Kabuto are really, really big and beg 
the question, “Just how many games let you eat 
your opponents?” 

The game looks beautiful, and the world is 
populated with a host of strange creatures to 
amuse and destroy you. The terrain is subject to 
the throes of combat, so you can blow holes in 
hills or obliterate forests; there’s even a large 
beast that causes the ground to ripple with 
earthquakes. 

Interplay says this game will see daylight in 
the fall—they probably want to avoid the 
Christmas rush, where it might get lost in the, 
er, blizzard of more familiar-sounding titles. 
Look for it, though—you won't be disappointed. 
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June, but they hate 


unique, each side gets its own special dragon— 
true death machines. 

Kingdoms has another “innovation.” You 
only need one resource—mana—as opposed to 
the “crystal and gas” or “wood and gold” of 
other RTS games. You can build lodestones (in 
appropriate areas) to gather more mana, and 
some units also get a personal supply for 
defense and spellcasting. While acquisition of 
mana leads to more summoning, more troops, 
and better spells, you generally win by slaying 
your opponent’s monarch, so a surgical invasion 

can be more effective than brute force. 

Cavedog hopes 
to get Kingdoms to 
store shelves in 


to release a buggy 
game, so they'll 
push that back if 
they must. It’ll be 
worth the wait. 


» = 1 q = “4 k < 
Meenwarnmier Ss 
MicroProse, overdue for a big hit, hopes to 
regain their gaming prominence with 
MechWarrior 3. With each incarnation the 
game gets closer and closer to capturing the 
graceful (albeit goofy) elegance of futuristic com- 
bat in humanoid machines with pathetically 
short-range weaponry. While the game might 

not match the cinematic glory of the cut scenes, 
it’s still a sight to behold, even if big robots 
fighting isn’t your cup of tea. 

The game has 18 classic chassis and 35 
weapons to choose from, but, as your "Mech is 
fully customizable (even on the battlefield)— 
that’s more than enough to keep things fun. It 
comes with four campaigns, pitting Inner Sphere 
against the Smoke Jaguar Clan, but this type of 
game really shines when you're up against a 


human opponent. 

MicroProse has also returned heat manage- 
ment to the game, adding a level of strategy here 
that you don’t find in most first-person shooters 
(okay, some people might think it’s odd to put 
this game in the same category as Quake, but 
the two are more similar than dissimilar). 

If you're a fan of the BattleTech universe or 
are looking to kill your opponent with more 
subtlety than you 
usually get with a 
double-barreled 
shotgun, this 
game is definitely 
for you. 


Prepare for the dog-beat-dog world of the new 
Arena Outpost League’. You don’t need shots to join—just an incessant 
itch to throw down every week with a fun-loving breed of TCG player. 


if you’re a Magic: The Gathering’ TCG player, the more regularly 
you play—win or lose—the more premium cards and other 


prizes you fetch. (Yep, anyone can be top pooch around here.) 
But no matter which game you play, you retrieve great giveaways. 


Sniff around your local game store. If they run Arena, sign up. 
If not, ask ’em to. But no begging. That’s a good player. seas 


G oe 


Questions? Call (800) 324-6496 
or visit www.wizards.com/Arena to find an Arena retailer near you. 
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fun than 


The game is fully 


3D-accelerated and is 


technically and graphic- 


ally far ahead of its 


nearest competitor. If 


it’s got the game-play 


chops to match, it should 


do quite well in 2000. 


3D0 has a much 
anticipated add-on 
to 

. Called 
Armageddon’s 
Blade, it will even 
have a random map 
generator. Considering 
how many people 
systematically played 
all six campaigns and 
every single scenario, 
that generator will be 


in high demand! 


Ah, so many games, so 


little time. 
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Secret societies, deep conspiracies, ancient forces 
striving to control the modern world...strangely, 
these Illuminati-type notions aren’t common in 
computer games, but Murder of Crows hopes to 
change that with Shadowpact, their turn- 
based/real-time strategy game. 

It’s not often that “turn-based” and “real-time” 
go hand in hand, but it actually works quite well 
here. While you order your forces to move incre- 
mentally across the world, your opponent does 
the same. Combat is a “sit and watch” affair (like 
in Chaos Overlords or Warlords), and you can 
do other things while your agents slug it out. 

Speaking of which, with six secret factions and 
40 special secret agents (along with generic 
troops and specialists), your goal is to control 


Drakan Order of the Flame 
Face it, first-person shooters like Quake are starting to 
get a little passé. If they don’t have an awesome storyline 
behind them (like Half-Life), they all-too-quickly turn 
into yet another “let’s shoot each other with the newest 
shotgun-like weapon on the Internet” game. Psygnosis 
set out to make a game that breaks that mold. 

Drakan is different. It has a nice storyline and 
includes puzzles along the line of Tomb Raider, fully 
packed with the obligatory curvaceous heroine. But 
Drakan also features aerial dragon-to-dragon combat, 
truly a cut above the triple-barreled shotgun for this 
reporter. Even without dragons, mano-a-womano com- 
bat is mostly hand-to-hand, making a real change of 
pace from the usual deathmatch-style games. 

It’s a sure bet that Drakan will be on many a gamer’s 
hard drive by Christmas morning. 


Vampire: The i 
Re dempti ion 


At first glance, Redemption looks like a close cousin of a 
first-person shooter game (indeed, there’s a multiplayer 
option for just that). But this is actually a real-time role- 
playing game, based as firmly as possible on White 
Wolf’s live-action RPG Vampire: The Masquerade. The 
player starts as a knight in medieval Prague and is soon 
Embraced by some of those ubiquitous vamps. Not long 
after, the player “awakens” in the modern world. 

What sets this game apart is the “Storyteller” 
multiplayer mode, where one player can act as 
gamemaster while the other players roleplay their 
characters. The GM can build locations (using a 
Quake-like editor), script events and NPC reac- 
tions, and even “jump in” an NPC’s body and 
engage the players in conversation. There’s obvious 
potential for this game to become as much of a 
cult hit as the live-action game. If it works, I 
wouldn't be surprised to see a “Storyteller” pro- 
gram for AD&D games close behind. 
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critical buildings and collect artifacts in 20 cities 
around the globe. Ultimately, you want to assem- 
ble (or prevent the assembly of, depending on 
your point of view) “Leviathan,” an ancient 
machine that will either destroy the universe or 
grant limitless power (and victory) to the faction 
that builds it. There’s also a nice solitaire cam- 
paign game, with a creepy storyline that fans of 
Millennium or The X-Files should appreciate. 

Shadowpact is really in a class by itself. Even if 
it doesn’t set the gaming world ablaze (a definite 
possibility), the original ideas in this game (like 
the “three sides” of StarCraft) are certain to be 
exploited in next year’s games. Assuming 
Shadowpact can make its release date by the end 
of this year. 


Age of ings 


By many estimates, Age of Empires 
(AOE) is currently the #2 RT'S game 
(behind StarCraft). Microsoft hopes 
their sequel can finally get their bur- 
geoning franchise out of second place. 
Microsoft has improved the graphics, 
the pathfinding, and the build queues. 
The game moves “forward” to the 
medieval era, leaving behind AOE’s 
ancient civilizations. But this isn’t what 
sets the game apart. 

One main problem with RTS 
games is the “clickfest” factor. Sure, 
you can build lots of units. But even 
the simplest “combined arms” 
approach is often unwieldy and, at 
worst, almost impossible to eee 
in an attack. The most advanced real- 
time strategy attack is usually along 
the lines of “all the cavalry moves in, 
then all the catapults.” Age of Kings 
puts the emphasis back on the strategy 
instead of on the real-time compo- 
nent. Units stand and march in forma- 
tion. If you grab a collection of cavalry 
and archers and tell them to attack the 
enemy on the other side of the world, 
the cavalry won't just rush off and 
attack, leaving the archers to move in 
10 minutes after the cavalry’s been 
destroyed. The group instead moves at 
the speed of the archers, and the 
archers are protected by the cavalry. 
You can even create your own forma- 
tions if you feel particularly tactical. 

Wow, armies that protect each other 
and move in formation. Like the 
Roman Empire before it, Age of Kings 
might well use those armies to con- 
quer the (gaming) world. 


BLAZE OF GLORY” 

IS A SET DEDICATED TO WARFARE. 
REALISTIC BATTLES. CAPTURING & HAND-TO-HAND 

COMBAT. KLINGONS", ROMULANS” & MORE. arin 


This 130 card set can be found in 9-card expansion packs 
* Available Summer 1999 DECIPHE 


The Art of Great Game: 


, www.deciphe 


* Art is prelimiary and may not reflect actual product 


TM & © 1999 Paramount Pictures. All Rights Reserved. Used under authorization by Decipher Inc. TM, ® & © 1999 Decipher Inc. P.O. Box 56, Norfolk, Va. 23501. All Rights Reser : 
= 


The Colors of Magic 
Anthology 


_ Available Now 


= ep Se = =) | SECONDARY MARKET GUI 


The prices presented here are the result of a nationwide 
survey of retailers. All prices, high, median, and low, are 
real, The median is similar to an average price (also 
called the mean in high-falutin’ mathematical terms). The 
difference is that the median is an actual value that is 
located in the middle of an ordered list of all values, 
while the mean is the total of all values, divided by the 
number of values. The variations between high, median 
and low reflect the differences in regional supply and 
demand. The index shows the change in the median from 
last month’s DPI. Amounts in the index column are black 
when a card’s value increases, and red when it decreases. 

The high and low are best used to determine the price 
range for a given card. When purchasing cards, it's very 
likely that the price will fall somewhere between the 
listed high and low, and is likely to be closer to the 
median than to high or low. 

When trading cards, it’s best to compare their median 
prices. The high and low often fluctuate depending on 
where you are in the country. For the most stable compar- 
ison, the median is the way to go. The tradability rating (TR) 
can also be used to help determine the demand for a card. 


Fresh out of the pack, cards are almost always in 
mint condition. Cards that are not straight out of a booster 
may still be in mint condition but typically are not, unless 
they've been protected somehow since opening. 


Upon first inspection, mint and near mint 
condition cards should seem identical. Near mint condi- 
tion cards are different only by the virtue of one or two 
barely detectable marks.-All DP! prices are for mint/near 
mint condition cards. The distinction is so minor that one 
or two indiscernible marks do not devalue the card. 


Bearing one or two small but noticeable 
marks, which can include small scratches, whitened cor- 
ners, and minor scuff marks. Very fine condition cards 
are worth about 70-90 percent of a mint/near mint ver- 
Sion of the same card. 


—Cards that have many minor defects—whitened 
corners, scratches, and scuff marks—but no major 
marks, such as creases, folds, or extensive scuff marks. 
Fine condition cards are worth about 60-80 percent of a 
mint/near mint version of the same card. 


Similar to a card in fine condition, but with more 
pronounced defects, or one or two major marks. Good 
condition cards are worth about 30-70 percent of a 
Mmint/near mint version of the same card. 


Heavily played, creased, or folded cards are con- 
sidered to be in poor condition. Generally, poor condition 
cards that are not in limited supply have little or no value. 
Poor condition cards that are difficult to find in mint/near 
mint condition are worth about 10-50 percent of a 
mint/near mint version of the same card. 


Alex Shvartsman 
(ashv@concentric.net) 
supports his deckbuild- 


ing habit without 


GO TO THE PRERELEASE TOURNAMENT 

You will get a highly collectable Prerelease foil rare and a bunch of new 
cards, too. Entry fee costs are usually far offset by the trades you can get on 
the new cards. It’s really silly, but people will trade for cards from a mew set 
at a premium even just a day or two before it’s officially released. 

Prereleases will also give you an idea of which cards everyone is looking for. — 
For example, you couldn't get a Yawgmoth’s Bargain out of anyone at the 
Destiny Prerelease, a sure sign this card will be sought-after. 


wrecking his collection. 


STOCK UP oe 
The most cost-effective way to stock up is to buy a box or two. If you plan on 
on booster packs anyway, check with your local retailer to see if you can preorder 
to make arrangements to get the box as soon as the set comes out—this will gi 
start when it’s time to trade. You could, instead of spending money, trade away 
older cards to pick up the new rares. This can be more time-consuming and € 
cards are often inflated in value early on. 


IT’S A BLOWOUT! 

Trade away most of your new rares for popular older rares. It can’t hurt to pick 
Karn, Silver Golems or Serra Avatars. Thanks to the many Internet strategy 
wise up to the quality of new cards quickly. In a couple of weeks, some of thos 
be so valuable. You're probably asking yourself, “Then won't I have any new rat 
you will. 


HERE’S THE RISKY PART 

Choose which rares you believe are going to be hot and trade for them. The moi 
your selection, the less r <cy—and potentially profitable—it'll be. It's up to you: t 
whether you want to focus on a few cards, or dabble in a dozen or so different 
you'll get burned—it happened to me with Second Chance. More often, though, 
hot card at a fraction of its eventual cost. I was able to pick up Cursed Scrolls at 
the first two weeks of the Tempest set’s release. 


KEEP IT STANDARD 

Watch out for sets leaving the Standard tournament environment. The Ure 
final expansion of the Uies block, is in. It’s a good time to start trading awa 
When the next block begins, starting with the Mercadian Masques expansion. 
will begin to drop. Even popular singles like Mox Diamond will probably deci 


SAGE ADVICE 

If you build an interesting deck based on some of the new cards, other players 
for those cards if you manage to make a good showing. Whether you're 
collection or just build a deck, use these trading tips as a rule of thumb. Th 
don’t let anyone tell you how to trade them. Avoid impulsive trades, and h 
steady increase in the value of your collection. 
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CENTRAL 

* Blackhills Magic 
914 Main Street 
Rapid City, SD 57701 
Phone: (605) 343-5531 
Contact: Jack Korsen 
skorsen@rapidneLcom 

%* Cosmic Comics - Helena 
109 East 6th Avenue 
Helena, MT 59601 
Phone: (406) 442-8003 
Contact: Peggy Bahls 
cosmic@centric.net 

%* Dragon's Den 
3801 W. 34th St, Suite 115 
Sioux Falls, $0 57106 
Phone: (605) 361-4343 
Contact: Larry Kohiman 
dragons_den@ideasign.com 

% Imagination Unlimited 
1000 N Sth St 
Grand Junction, CO 81501 
Phone: (970) 243-2962 
Contact: Verna Feuerborn 

%* Level 12 
114 W 2nd St 
Casper, WY 82601 
Phone: (307) 266-6303 
Contact: Mark Bull 
splort@coffey.com 

%* The Splash Page - Missoula 
1900 Brook St 
Missoula, MT 59801 
Phone: (406) 543-9944 
Contact: Scott Phelps 
scott@thesplashpage.com 

Who-ATLANNC 

% All Star Comics & Cards 
1151 Quentin Rd 
Lebanon, PA 17042 
Phone: (717) 228-1855 
Contact: Kevin Furhman 

%* Comic Shop Plus 
235 South 21st Street 
Newark, OH 43055 
Phone: (740) 344-5471 
Contact: Gary Mockus 
sales @comicshopplus.com 

* Comicquest 
1328 Chestnut St 
Emmaus, PA 18049 
Phone: (610) 966-0199 
Contact: Tom Barnes 
ti@enter.net 

* Game Trader 
428 Portage Trail 
Cuyahoga Falls, OH 44221 
Phone: (330) 922-4263 
Contact: Lee McLean 
gtrader @raex.com 

%* Guardian Comics 
114 Smallwood Village 
Waldorf, MD 20602 
Phone: (301) 638-0898 
Contact: Paul Ragsdale 
pragsdal@olg.com 

* Legends Collectors Emporium 
1757 George Washington Memorial Hwy 
Glouchester Point, VA 23062 
Phone: (804) 642-6515 
Combat: Robert Bear 
webmaster @legendsmtg.com 

% Richmond Comix 
8517 Midlothian Turnpike 
Richmond, VA 23235 
Phone: (804) 330-3460 
Contact: Frank Miller 
richmix@cybrwks,net 

%* Spellbinders 
257 South Water Street 
Kent, OH 44240 


Meet the Contributors 


Phone: (330) 673-2230 
Contact: Paul Burdick 
zuranguy @aol.com 

Total Access Games 
7217 Stonewall Parkway 
Mechanicsville, VA 23111 
Phone: (804) 559-1124 
Contact: John Bowles 
total-access@mindspring.com 


Whowest 


% Big League Baseball Cards Supply 


* 


527 North Sheridan Street 
Crown Point, IN 46307 
Phone: (219) 663-7537 
Contact: Tim Malott 

save @big-league.com 
Games Galore 
(formerly C&C Collectables) 
7 University Avenue 

Madison, WI 53715 

Phone: (608) 288-1800 
Contact: Jason Moungey 
jdmounge @students.wisc,edu 
Chimera Hobby Shop-ll 
425 West College Ave 
Appleton, WI 54911 

Phone: (920) 735-1201 
Contact: Bob Moses 

chimera @iosys.net 
Downtown Comies 

111 North Pennsylvania Street 
Indianapolis, IN 46204 
Phone: (317) 237-0398 
Contact: Kevin Dolen 
dtc@indy.net 

Dragon Fire Comics 
1800 NW 86th Street 

Clive, 1A 50325 

Phone: (515) 270-5371 
Contact: Doug & Jeff 
dragon-fire @email.msn.com 
Galaxy Cards & Comics 
2707 Aurora Avenue 
Naperville, IL 60540 

Phone: (630) 778-1144 
Contact: Dan Pfiefer 
galaxycom1 @aol.com 
Heroes Comics 

4562 Chloe 

Pikeville, KY 41501 

Phone: (606) 432-4376 
Contact: Bev Crisman 

In Your Face Comics 
2350 E Stop 11 Ad 
Indianapolis, IN 46227 
Phone: (317) 888-9961 
Contact: Alex Heminger 
angelal@iquestnet 

Kahok Cards 

104 § Morrison 

Collinsville, IL 62234 

Phone: (618) 345-6453 
Contact: Michael Castelli 
dizdugout@aol.com 

Outer Limits/White Cap Comics 
1120 Burton SW 

Wyoming, MI 49509 

Phone: (616) 452-1348 
Contact: Dan Collins 
rex2man@aol.com 

S$ & S Collectibles 
3506 § 22nd St 

St. Joseph, MO 64503 
Phone: (816) 233-4413 
Contact: Sam Bradford 
sandscomputing @sandscomputing.com 
Sibley Lumber Centers 
25212 Harper Avenue 

St Clair Shores, MI 48081 
Phone; (810) 72-2020 
Contact: Howard Dawson 


CONTRIBUTORS 


* 


phd11@juno.com 

The Tenth Planet 
200 West Lincoln Hwy 
Schereville, IN 46375 
Phone: (219) 322-2902 
Contact: Matt Johnson 
merlin@comnetcom.net 


NORTHEAST 


* 


* 


a 


* 


= 


Dragon's Lair 

1144 New Brittain Ave 

West Hartford, CT 06110 
Phone; (860) 231-1915 
Contact: Vince Seese 
drgnlair@aol.com 

Flights of Fantasy 

217 Central Avenue 

Albany, NY 12206 

Phone: (518) 433-8803 
Contact: Maria Perry 
fof@nycap.rr.com 
Heavenly Collectibles 
883 72nd Street 

Brooklyn, NY 11228 

Phone; (718) 921-0450 
Contact: Reynaldo Torres 
Jam’s Comic Connection 
435 King Street 

Littleton, MA 01460 

Phone; (978) 486-1099 
Contact: Joan Sekelsky 
Jamscomics@mail.com 
Lenox Sportscards & Gaming 
55 Pittsfield Ad 

Lenox, MA 01240 

Phone: (413) 637-3243 
Contact: Bill Mitkoff 
wamcards @ berkshirenet.com 
Millenium Games & Hobbies 
3047 W Henrietta Road 
Rochester, NY 14623 
Phone: (716) 427-2190 
Contact: Edward Fear 
ed@zendragon.com 
Neutral Ground - New York 
122 W 26th Street 4th Floor 
New York, NY 10001 

Phone: (212) 633-1288 
Contact: Brian David-Marshall 
info@nground.com 

New Hampshire Magic Outpost 
761 Candia Road 

Chester, NH 03036 

Phone; (603) 483-2276 
Contact: Raymond Anderson 
maroken@aol.com 

Rah Coco's 

1063 Chalkstone Ave 
Providence, Rl 02908 
Phone: (401) 861-3221 
Contact: Regan Hurst 
rah-cocos @home.com 
Saratoga Sci-Fi 

Wilton Mall 

Saratoga Springs, NY 12866 
Phone: (518) 584-2699 
Contact: Doug Chang 

doug @scifizone.com 

The Brass Dragon 

272 Main St 

Torrington, CT 06790 
Phone: (860) 489-5262 
Contact: Brian Muhlbaier 
brassdragon@snet.net 
The Game Zone 

903 Central Avenue #8 
Dover, NH 03820 

Phone; (603) 749-2242 
Contact: Mark Hutchinson 
The Grid 

687 Main St 


Manchester, CT 06040 

Phone: (860) 645-9006 
Contact: Karl Dignam 
the_grid@yahoo.com 
Wayne’s Cards & Comics 
711 Putnam Pike 

Greenville, Rl 02828 

Phone: (401) 949-0022 
Contact: Wayne Martin 
wmartin?11@aol.com 


NorTHWEST 


*% 


Allegiance Games 

1210 First Street 

Snohomish, WA 98290 
Phone: (360) 568-1785 
Contact: David Gerrard 
renegade37 @worldnetatt.net 
Emerald City Comics 
770 E 13th 

Eugene, OR 97401 

Phone: (541) 345-2568 
Contact: Stuart Bracken 
Gambit Games 

1037 Northwest Brooks Street 
Bend, OR 97701 

Phone: (541) 330-8196 
Contact: Brad Irwin 

Games Plus 

17612 140th Ave NE 
Woodinville, WA 98072 
Phone: (425) 485-7295 
Contact: Donald Forbis 
gamespls @isomedia.com 
Somerville Entertainment 
8008 W Scardale 

Boise, 1D 83704 

Phone: (208) 368-5277 
Contact: Ken Somerville 
somerent@micron.net 


SOUTHEAST 


5 


7 


* 


Blackthorn 

1430 Highway 70E 

Dickson, TN 37055 

Phone: (615) 446-6057 
Contact: Mark Amoroso 
bikthrn1 @aol.com 
Bunjee’s Books and Comics 
1414 Highway 16 W 

Griffin, GA 30223 

Phone: (770) 412-6723 
Contact: Bill Phillips 
smiwins@aol.com 

Games & Things 

1575-C Fort Campbell Blvd 
Clarksville, TN 37042 

Phone; (931) 553-0381 
Contact: Kenneth Hawkins 
Games Galore - Raleigh 
6570 Glenwood Ave 

Raleigh, NC 27612 

Phone: (919) 781-4263 
Contact: Chris Killmeyer 
pmerae@bellsouth.net 
Neutral Ground - Atlanta 
281 South Main Street 103 8 
Alpharetta, GA 30004 

Phone: (770) 763-0030 
Contact: Rudy Edwards 
efreet@mindspring.com 
Outer Limit Comics 

100 N. Houston Lake Blvd. 
Centerville, GA 31028 

Phone; (912) 953-7867 
Contact; David Davenport 
ded127 @aol.com 
Underground Games 
8316 Pineville-Matthews Road Suite 903 
Charlotte, NC 28226 

Phone: (704) 543-7400 
Contact: Jason Vogt 
undergroundgames @perigee.net 


SOuTH 


%* Bibliotech Books and Comics 
123 E Main 
Shawnee, OK 74801 
Phone: (405) 275-9494 
Contact: Randolph Grizzle 
BBCcomics@aol.com 
%* Browser Games 
5608 Pinemont 
Houston, TX 77092 
Phone: (713) 680-1870 
Contact; Deana Fortine 
deana@ browsergames.com 
%* Evolution Comix 
912 Adams 
Alamagordo, NM 88310 
Phone; (505) 434-9350 
Contact: John Thomas 
evocom@wazoo.com 
% Grand Slam Sports & Comics 
3436 Williams Rd 
Fort Worth, TX 76116 
Phone: (817) 244-7311 
Contact: Chuck Royal 
magic_grandslam@hotmail.com 
* Ivory & Steel 
1585 Cimarron Plaza 
Stillwater, OK 74075 
Phone: (405) 372-3905 
Contact: Jason Lewis 
ivoryst|@ionet.net 
% Pegasus Loft 
2731 Southwest Parkway Suite #6 
Wichita Falls, TX 76308 
Phone: (940) 692-7571 
Contact: Shelton Fugate 
pegloft@wf.quik.com 


West 
* BCS Books & Comics 
701 Inwood Or 
Bryan, TX 77802 
Phone: (409) 846-7412 
Contact: Guy Jones 
jroark @txcyber.com 
% All Star Baseball 
912 $ Robertson Blvd 
Los Angeles, CA 90035 
Phone: (310) 652-2904 
Contact: Richard Lo Scalzo 
allstarcards @earthlin.net 
%* Amazing Comics & Cards 
5555 Sterns Street Suite 103 
Long Beach, CA 90815 
Phone: (562) 493-4427 
Contact: Dan Farias 
amazingcomicscards @worldnetattnet 
* Arizona Collector's Paradise 
1649 North 74th Street 
Scottsdale, AZ 85257 
Phone: (602) 970-6744 
Contact: George Velez 
azpar@aol.com 
% Court Jesters 
1117 E Main Street #102 
Alhambra, CA 91801 
Phone: (626) 284-2607 
Contact: Frank Burr 
frank @courtjesters.com 
% North Coast Role Playing 
609 E St 
Eureka, CA 95501 
Phone; (707) 444-2288 
Contact; Barry Osser 
oss1nerp@mail.northcoast.com 
%* Thunder & Lightning Cards 
1716 Colorado Boulevard 
Los Angeles, CA 90041 
Phone: (323) 341-5600 
Contact: Art Soghomonian 
tIgaming @aol.com 


Item High Med Low TR + 
UNLIMITED : 
Booster Pack $7.00 $3.49 $2.99 3 
Starter Deck 14499 999 736 0 
Zap! PCD 2199 1599 995 4 
Brushfire PCD 1995 1500 995 3 
Blackout PCD 19.95 15.00 995 3 
Overgrowth PCD 19.95 15.00 995 3 
Abra C $1.00 $0.50 $0.25 0 
Alakazam H 2500 15.00 600 5 
Arcanine U 350 200 075 2 1.00 
Beedrill R 10.00 600 300 3 050 
Bill C 100 050 025 2 
Blastoise H 3500 1650 700 4 1.50 
Bulbasaur C 100 050 020 0 013 
Caterpie C #050 050 0200 013 
Chansey H 25.00 1500 600 5 
Charizard H 50.00 2900 850 5 900 : 
Charmander C 050 050 020 0 013 
Charmeleon U 200 1.50 075 1 050 
Clefairy H 2500 14.00 700 4 
Clefairy Doll R 600 400 200 2 025 
Computer Search R 700 500 200 2 O75 
Defender U 200 138 O50 1 038 
Devolution Spray R 600 325 200 1 
Dewgong U 200 138 O75 1 0.38 
Diglett C 050 030 020 0 


Item High Med Low TR +/ 
ALPHA : 
Complete Set $4,500 $3,275 $1,800 5 
Booster Display $500 2,800 1,800 5 
Booster Pack 5 10 «605 
Starter Display 2500 2,000 1,300 5 
Starter Deck 250 «200 «100 5 
Typical Common 200 1.00 O50 1 
Air Elemental $400 $2.00 $200 2 
Ancestral Recall R 20000 150.00 75.00 5 
Animate Artifact 600 200 150 2 
Animate Dead U) 400 200 200 2 
Animate Wall R 1000 700 300 2 
Ankh of Mishra R 100 800 300 2 
Armageddon R $000 2350 600 4 
Aspect of Wolf 020 800 400 2 
Bad Moon 2000 1500 500 3 
Badlands R 4500 3793 15.00 4 
Balance R 2500 1650 600 3 
Basalt Monolith U 500 445 200 2 
Bayou R 4500 36.00 15.00 4 
Berserk U 4500 39.00 2000 3 
Birds of Paradise R 3500 20.00 800 3 
Black Knight U 68 500 200 3 
Black Lotus 400.06 390.00 275.00 5 
Black Vise U $08 500 200 2 
Black Ward U 308 200 150 2 
Blaze of Glory R $608 40.00 25.00 3 
Blessing R 7400 1000 500 2 
Blue Ward U 300 200 150 2 
Bog Wraith U 400 200 200 2 
Braingeyser R 2500 20.00 600 3 
Burrowing U $00 200 150 2 
Camouflage U 2000 1000 200 2 
Castle U "300 200 200 2 
Celestial Prism U)800 200 200 2 
Channel U7 00 200 200 2 
Chaos Orb R 10000 75.00 45.00 4 
Chaoslace R 1000 6.00 200 2 
Clockwork Beast R 1000 700 300 2 
Clone U 1000 800 150 2 
Cockatrice R 4276 10.00 500 2 
Consecrate Land U 2040 10.00 200 2 
Conservator U 400 2.00 150 2 
Contract from Below R 1000 8.00 300 2 
Control Magic U "500 300 200 2 
Conversion U 300 2.00 200 2 
Copper Tablet U (1800 1050 200 2 
Copy Artifact R (2000 1955 500 3 
Counterspell U /1600 850 300 3 
rusade R /20,00 15.00 600 3 
Crystal Rod U > 400 200 200 2 
Cursed Land U7 S00 200 200 2 
Cyclopean Tomb R /BOOO 65.00 25.00 4 
ark Ritual C 300 2.00 050 1 
jarkpact R 00 8.00 300 2 
jeathgrip U 300 200 200 2 
eathlace R 9000 550 200 2 
lemonic Attorney R 71000 6.00 300 2 
jemonic Hordes R /26.00 20.00 1000 3 
lemonic Tutor U 72000 12.00 300 2 
ingus Egg R > WOO 850 400 2 
jisenchant C G00 300 050 1 
Disintegrate C  a00 125 050 1 
Disrupting Scepter R 2000 1200 500 3 
ragon Whelp U SOG 300 200 2 
Drain Power R W000 700 300 2 
warven Demo Team U W900 8.00 200 2 
Earth Elemental U 308 200 200 2 
arthquake R 2000 12.00 300 3 


; Item 


: Item 


} Elvish Archers 


Evil Presence 


} False Orders 

? Farmstead 

: Fastbond 
Feedback 

: Fire Elemental 
? Fireball 

: Flashfires 

: Force of Nature 
? Forcefield 

: Fork 

: Fungusaur 

: Gaea’s Liege 

: Gauntlet of Might 
: Glasses of Urza 
: Gloom 

+ Goblin Balloon Brigade 
? Goblin King 

: Granite Gargoyle 
$ Green Ward 

: Helm of Chatzuk 
} Hive, The 

: Howling Mine 

: Hurricane 

= Hypnotic Specter 
= Ice Storm 

: Icy Manipulator 
: Iilusionary Mask 


Instill Energy 
Invisibility 

Iron Star 
Island Sanctuary 
Wvory Cup 
Jade Monolith 
Jade Statue 
Jayemdae Tome 
Juggernaut 
Karma 

Keldon Warlord 
Kormus Bell 
Kudzu 

Lance 

Ley Druid 
Library of Leng 
Lich 

Lifeforce 
Lifelace 
Lifetap 
Lightning Bolt 
Living Artifact 
Living Lands 
Living Wall 
Lord of Atlantis 
Lord of the Pit 
Lure 

Magical Hack 
Mahamoti Djinn 
Mana Flare 
Mana Short 
Mana Vault 
Manabarbs 
Meekstone 
Mind Twist 
Mox Emerald 


Mox Ruby 

Mox Sapphire 
Natural Selection 
: Nether Shadow 


WoKENGY, 


High Med 
? Doduo C 100 050 
Double Colorless EnergyU 3.00 2.00 
$ Dragonair R 10.00 5.95 
: Dratini U 700 2.00 
3 Drowzee C 050 0.30 
: Dugtrio R 10.00 5.98 
+ Electabuzz R 10.00 573 
? Electrode R 1000 573 
: Energy Removal C 200 050 
: Energy Retrieval U 200 1.13 
: Farfetch'd U 200 1.38 
} Fighting Energy C 050 0.50 
: Fire Energy C O75 0.50 
+ Full Heal U 200 1.13 
: Gastly C 1.00 0.50 
: Grass Energy C 050 0.50 
: Growlithe U 200 1.38 
: Gust of Wind C 1,00 ~0.50 
: Gyarados H 20.00 14.50 
: Haunter U 300 1.50 
: Hitmonchan H 18.00 13.25 
: Impostor Professor OakR 6.00 3.75 
Item Finder R 600 3.25 
> lvysaur U 300 1.50 
: Jynx U 200 1.38 
> Kadabra U 300 1.50 
Kakuna U 200 1.25 
Koffing C100 


High 


20.00 
5.00 
6.00 

10.00 


R 10.00 
U 

c 

R 

R | 1200 

U 

U 

C 

U 


2.00 
3.67 
8.00 
10.00 
2.00 
2.00 
2.55 


4.00 
3.00 
4.00 
$00 2.00 
R 4008 20.00 
R 42500 100.0 
R 4008 30.0 
R 1020 10.0 
R 2000 11.00 
R 12500 100.00 
U 400 2.00 
U 400 «(20 
U 380 20 
R — 1200 
R © 16:80 
U | 3.08 
R 000 70 
R 11.05 
R | 25.00 
U © 500 
U 


Zeneocrse 
> 


cccx 
Ss 
3 
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Low TR 


0.25 
0.20 
1.00 
0.50 
0.20 
4.00 
3.00 
3.00 
0.25 
0.50 
0.75 
0.15 
0.15 
0.75 
0.20 
0.15 
0.75 
0.25 
6.00 
0.75 
6.00 
2.00 
2.00 
0.75 
075 
0.75 
075 


2.00 
5.00 
70.00 
14.00 
5.00 
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+ 


1.38 
1.95 


0.73 
073 


0.13 
0.38 


High 


0.50 0.20 0 
Lass R60 
: Lightning Energy C 075 
3 Machamp H 1) 
: Machoke U2 
: Machop C 050 
? Magikarp U 2.00 
? Magmar U2 
: Magnemite C «(O85 
: Magneton H 25) 
: Maintenance U 3.0 
? Metapod Cc 050 
> Mewtwo H = 25.00 
: Nidoking H 25) 
> Nidoran (male) Cc O5 
? Nidorino U 2.00 
: Ninetales H 25.00 
> Onix c «(OB 
: Pidgeotto R 80 
: Pidgey |) 
: Pikachu C 2.00 
+ PlusPower U 2.00 
? Pokédex U 2.50 
: Pokémon Breeder R600 
: Pokémon Center U 2.00 
+ Pokémon Flute U 2.00 
? Pokémon Trader R 7.00 
PoliwagC 
Med 
} Nettling Imp U 4.00 
+ Nevinyrral’s Disk R 40.00 
: Nightmare R 30.00 
? Northern Paladin R 16.00 
: Obsianus Golem U 300 
: Orcish Artillery U 10.20 
: Orcish Oriflamme U 20,00 
: Personal Incarnation R | 15.00 
: Phantasmal Forces U | 300 
: Phantom Monster U | 360 
? Pirate Ship R 1000 
> Plateau R 50.00 
: Power Surge R 1008 
? Psionic Blast U 35.00 
R 


? Purelace 


Med 


3.50 
0.50 
12.00 


Low TR 
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SHOP TALK 


It’s the Latest Thing 


This month’ topic is the new sets. We wanted to know what everyone 


> Item 


? 0.13 
> Poliwhirl 
: Poliwrath 
? Ponyta 
038 : 
: Potion 
0.25 : 
0.38 
: Raichu 
: Raticate 
0.38 : 
: Revive 
: Sandshrew 
: Scoop Up 
: Seel 
0.25 : 
0.50 : 
0.13 : 
0.73 ; 
013 : 
013 : 
: Tangela 
? Venusaur 
: Voltorb 
: Vulpix 
: Wartortle 
: Water Energy 
: Weedle 


Porygon 


Professor Oak 
Psychic Energy 


Rattata 


Squirtle 

Starmie 

Staryu 

Super Energy Removal 
Super Potion 

Switch 


> Item 


Sleight of Mind 

+ Smoke 

: Sol Ring 

? Soul Net 

: Stasis 

: Steal Artifact 

: Stone Giant 

? Sunglasses of Urza 
: Swords to Plowshares 
: Taiga 

: Thicket Basilisk 

? Thoughtlace 

: Throne of Bone 

: Timber Wolves 

: Time Vault 


O by Alex Shvartsman 


thinks of the Prerelease tournaments and w 
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High Med 


Med 


9.00 
7.50 
10.00 
2.00 
9.00 
2.00 
2.00 
8.00 
7.00 
38.08 
2.00 
5.00 
2.00 
8.50 
65.00 


High 


10.00 
10.00 
18.00 
3.00 
12.00 
4.00 
3.00 
10.20 
14.00 
50.08 
4.00 
10.00 
4.00 
10.00 
80,00 


ound opinions to be very 


Low TR 


ee ee 


Low TR 


2.00 
10.00 
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0.50 


0.50 


0.13 


0.75 


0.50 


+/ 


positive. We also asked the retailers about how they stock up on the 


new 


buying cards from the customers, to playing some Magic! Finally, we 
wanted to see if any one card really disappointed the players. A good 
example of such a card is Relentless Assault—going for more than $10 


when it first came out, this card never amounted to much and can be 


product. Answers varied from opening a bunch of booster packs, to 


found in bargain bins these days. We were glad to learn that most 
dealers felt the Urza block did not produce such disappointments. 


; Raging River 
: Red Ward 
: Regrowth 
? Resurrection 
: Reverse Damage 
: Righteousness 

> Roc of Kher Ridges 
? Rock Hydra 

: Rod of Ruin 

: Royal Assassin 

? Sacrifice 

? Savannah 

: Savannah Lions 

: Scavenging Ghoul 
? Scrubland 

: Sedge Troll 

: Sengir Vampire 

: Serra Angel 

? Shivan Dragon 

: Simulacrum 

> Sinkhole 

: Siren’s Call 


ecocmocnmwmonmwmeonmeonmrmamwmOCCED 


2.00 
6.50 
2.00 
10.00 
8.50 
10.00 
15.30 
2.00 
25.00 
2.00 
35.00 
15.00 
2.00 
36.15 
15.00 
10.00 
15.00 
40.00 
2.00 
13.60 
2.00 


? Time Walk 
: Timetwister 

: Tropical Island 

: Tsunami 

> Tundra 

: Tunnel 

: TwoHeaded Giant of Foriys 
: Underground Sea 

+ Uthden Troll 

: Verduran Enchantress 
: Vesuvan Doppelganger 
H Veteran Bodyguard 

: Volcanic Eruption 

: Volcanic Island 

? Wall of Air 

: Wall of Bone 

: Wall of Brambles 

: Wall of Fire 

? Wall of Ice 

: Wall of Stone 

: Wall of Swords 

: Wall of Water 


DUELIST 
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Scacaenc 


250,00 200.00 
175.00 135.00 
4500 39.13 

400 2.00 
37.55 


90.00 
65.00 
12.00 
2.00 
12.00 
1.50 


PY YE YY RMON KWKONNfewrenean 


Wanderlust U age 2 1.50 2 
Warp Artifact R 0G 600 200 2 
Water Elemental U7) 300 200 200 2 
Web R 11000 750 200 2 
Wheel of Fortune R | 3000 22, 700 3 
White Knight U 08 500 200 3 
White Ward U 900 200 1.50 2 
Will-O'-The-Wisp R 2000 1495 600 3 
Winter Orb R 2000 15, 3.00- 3 
Wooden Sphere U 300 2 200 2 
Word of Command = R 7600 55.00 25.00 3 
Wrath of God R 40.00 3 6.00 4 
Zombie Master R 100 10.00 500 2 
BETA i 
Complete Set $4,200 $3,500 $3,000 5 
Booster Display 3,808 3,000 2,500 5 
Booster Pack W5 1225 99 5 
Starter Display 2750 2500 2000 5 
Starter Deck $00 «250 «6175 «5 
Typical Common 100 1.00 050 2 


Air Elemental 
Ancestral Recall 


U $400 $350 $3.00 3 
R 25000 165.00 120.00 5 


Ov00Y around nere rea d about Prereleases 0 
d OST OF 0 OMerS Play Casually and 00 N0 
ally open some prod Ol 100 (] 
B NOX p, BY Come 0 U0 and igure 0 
OF Some reaso P i) as come [0 0 
Ong tie | d Pe wanted a P Deg J 
Animate Artifact U 258 200 200 2 
Animate Dead U 308 250 200 2 
Animate Wall R800 600 300 3 
Ankh of Mishra R 1008 800 300 3 
Armageddon R 4500 30.00 600 4 
Aspect of Wolf R 1000 800 400 3 
Bad Moon R 2000 1800 500 4 
Badlands R 5000 40.00 1200 4 
Balance R S000 2525 600 4 
Basalt Monolith U 500 4.33 200 2 
Bayou R $0.00 40.00 1200 4 
Berserk U $000 40.00 2000 4 
Birds of Paradise R 4600 30.00 800 4 
Black Knight U 1208 600 400 3 
Black Lotus R 450.00 372,50 225,00 5 
Black Vise 00 825 300 2 
Black Ward 250 200 200 2 
Blaze of Glory $0.00 3785 25.00 3 
Blessing R 1200 10.00 500 3 
Blue Elemental Blast 200 100 075 2 
Blue Ward 250 2.00 200 2 
Bog Wraith U 250 2.00 200 2 
Braingeyser R 35.00 20 6.00 4 
Burrowing U 250 200 200 2 
Camouflage U 16.00 10 §,00 2 
Castle U7 300 250 200 2 
Celestial Prism U > 200 2) 2.00 2 
Channel $00 225 200 2 
Chaos Orb R 9000 75.00 50.00 4 
Chaoslace R 800 6 2,00 3 
Clockwork Beast R 1000 7. 3,00 3 
Clone N00 8) 3,00 3 
Cockatrice R 1500 1000 600 3 
Consecrate Land 2000 1200 400 2 
Conservator 200 2 200 2 
Contract from Below R W000 740 300 3 
Control Magic U 700 5 400 3 
Conversion 260 2.00 200 2 
Copper Tablet U 1200 10: 400 2 
Copy Artifact R 25.00 20.00 500 4 
Counterspell 2000 1200 600 4 
Crusade R 2500 1750 600 4 
Crystal Rod 200 200 200 2 
Cursed Land 250 200 200 2 
Cyclopean Tomb R 6500 55.00 3000 3 


£ Dark Ritual 

+ Darkpact 

+ Deathgrip 

= Deathlace 

+ Demonic Attorney 
: Demonic Hordes 
$ Demonic Tutor 

+ Dingus Egg 

+ Disenchant 

: Disintegrate 

£ Disrupting Scepter 
+ Dragon Whelp 

+ Drain Life 

+ Drain Power 

$ Dwarven Demo Team 


Earth Elemental 


: Earthbind 

+ Earthquake 

£ Elvish Archers 
+ Evil Presence 
¢ False Orders 
¢ Farmstead 

: Fastbond 

: Feedback 

¢ Fire Elemental 


£ Fireball 
+ Flashfires 
Fog 
£ Force of Nature 

+ Forcefield 

$ Forest 

¢ Fork 

? Fungusaur 

+ Gaea’s Liege 

¢ Gauntlet of Might 
= Giant Growth 

2 Giant Spider 

+ Glasses of Urza 

+ Gloom 

+ Goblin Balloon Brigade 
+ Goblin King 

+ Granite Gargoyle 
¢ Green Ward 

: Healing Salve 

+ Helm of Chatzuk 
+ Hive, The 

Holy Armor 

£ Holy Strength 

+ Howl from Beyond 
$ Howling Mine 

£ Hurloon Minotaur 
+ Hurricane 

+ Hypnotic Specter 
$ Ice Storm 

¢ Icy Manipulator 

¢ lllusionary Mask 
¢ Instill Energy 

+ Invisibility 

¢ Iron Star 

+ Ironclaw Orcs 

¢ Island 

+ Island Sanctuary 
¢ Ivory Cup 

+ Jade Monolith 

: Jade Statue 

¢ Jayemdae Tome 
¢ Juggernaut 
= Jump 

¢ Karma 

£ Keldon Warlord 


C 4) 
U 250 2.00 
C 1 


R 190.00 102.05 
C i 1 
R 38.00 30, 
R 1000 10. 


DOOcCH 
i 
= 
Ss 


1.00 
2.00 
075 
8.00 
75,00 
0.25 
13.00 
5.00 
7.00 
60.00 
1.00 
0.75 
2.00 
2.50 
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Kormus Bell 


; Kudzu 


ance 


H Ley Druid 


ibrary of Leng 
ich 


Lifeforce 


ifelace 
ifetap 
ightning Bolt 
iving Artifact 


£ Living Lands 


iving Wall 
Janowar Elves 
ord of Atlantis 
ord of the Pit 
ure 


Magical Hack 

¢ Mahamoti Djinn 

: Mana Flare 

¢ Mana Short 

% Mana Vault 

= Manabarbs 

+ Meekstone 

+ Merfolk of the Pearl 
+ Mesa Pegasus 

; Mind Twist 


Mountain 

Mox Emerald 
Mox Jet 

Mox Pearl 

Mox Ruby 

Mox Sapphire 
Natural Selection 
Nether Shadow 
Nettling Imp 
Nevinyrral's Disk 
Nightmare 
Northern Paladin 
Obsianus Golem 
Orcish Artillery 
Orcish Oriflamme 
Paralyze 

Pearled Unicorn 
Personal Incarnation 
Pestilence 
Phantasmal Forces 
Phantasmal Terrain 
Phantom Monster 
Pirate Ship 

Plains 

Plateau 

Power Sink 
Power Surge 
Prodigal Sorcerer 
Psionic Blast 
Psychic Venom 
Purelace 

Raging River 


+ Red Elemental Blast 
: Red Ward 

+ Regeneration 

5 Regrowth 

¢ Resurrection 

: Reverse Damage 

: Righteousness 

+ Roc of Kher Ridges 
+ Rock Hydra 


Rod of Ruin 


Royal Assassin 

¢ Sacrifice 

5 Samite Healer 

+ Savannah 

¢ Savannah Lions 
: Scathe Zombies 
¢ Scavenging Ghoul 
 Scrubland 

+ Scryb Sprites 


Sea Serpent 


+ Sedge Troll 
 Sengir Vampire 
+ Serra Angel 

£ Shatter 

+ Shivan Dragon 
¢ Simulacrum 

= Sinkhole 


Siren's Call 


; Sleight of Mind 
¢ Smoke 
+ Sol Ring 


Soul Net 


+ Spell Blast 

: Stasis 

+ Steal Artifact 

: Stone Giant 

¢ Stone Rain 

} Stream of Life 

+ Sunglasses of Urza 
+ Swamp 

¢ Swords to Plowshares 
i Taiga * 

+ Terror 

+ Thicket Basilisk 

¢ Thoughtlace 

£ Throne of Bone 


OmrnwmwwwwDAADWOAWOCAWOCACACCCAD 
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182.50 125.00 
185.00 125.00 
187.50 120.00 
25.00 10.00 
10.00 3,00 
3.63 2.00 
3 10.00 
10,00 
3,00 
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+ Demonic 
¢ Demonic Tutor 


= Complete Set 
+ Booster Display 
: Booster Pack 

¢ Starter Display 
: Starter Deck 

+ Typical Common 


¢ Air Elemental U 
: Ancestral Recall R 
$ Animate Artifact U 
= Animate Dead U 
: Animate Wall R 
= Ankh of Mishra R 
; Armageddon R 
= Aspect of Wolf R 
+ Bad Moon R 
: Badlands R 
: Balance R 
? Basalt Monolith U 
+ Bayou R 
: Berserk U 
+ Birds of Paradise R 
+ Black Knight U 
: Black Lotus R 
: Black Vise U 
: Black Ward U 
: Blaze of Glory R 
+ Blessing R 
+ Blue Ward U 
+ Bog Wraith U 
+ Braingeyser R 
+ Burrowing U 
+ Camouflage U 
i Castle U 
U 
U 
R 
R 
R 
U 
R 
U 
U 
R 
U 
U 
U 
R 
U 
R 
U 
U 
R 
C 
R 
U 
R 
R 
R 
U 


Celestial Prism 


: Channel 
+ Chaos Orb 
+ Chaoslace 


Clockwork Beast 


+ Clone 


Cockatrice 


: Consecrate Land 

+ Conservator 

: Contract from Below 
+ Control Magic 

+ Conversion 

+ Copper Tablet 
+ Copy Artifact 
+ Counterspell 
: Crusade 
: Crystal Ro 
% Cursed Land 
¢ Cyclopean Tomb 
+ Dark Ritual 
¢ Darkpact 
+ Deathgrip 
: Deathlace 
+ Demonic Attorney 


jordes 


$2,950 $2,500 $1,600 
$500 2,375 2,000 
2% 100 70 
2000 1,875 1,500 
Zp 6200S 140 
O50 0.25 


$3.00 $1.50 
760.00 140.00 


ss8ses 


soon 
SSsessesseseeqeqg 


15.00 
1000 


+ Timber Wolves R W000 700 300 3 
= Time Vault R 75.00 70.00 35.00 4 
: Time Walk R 245.00 200.00 145.00 6 
+ Timetwister R 195,00 150.00 75.00 § 
¢ Tranquility C 200 4100 075 2 
+ Tropical Island R $000 40.00 1200 4 
$ Tsunami U 250 200 200 2 
+ Tundra R $000 40.00 12.00 4 
+ Tunnel U > 250 200 200 2 
 Twiddle C 300 170 O75 2 
+ TwoHeaded GiantofForiysR 60.00 45.88 30.00 3 
¢ Underground Sea R 50.00 40.00 1200 4 
+ Unholy Strength C200 100 075 2 
¢ Unsummon C 200 1.00 075 2 
¢ Uthden Troll U 400 250 200 2 
+ Verduran Enchantress R 1000 7.00 4.00 3 
+ Vesuvan Doppelganger R 40,00 35.00 25.00 3 
¢ Veteran Bodyguard R 1800 13.20 700 3 
¢ Volcanic Eruption R 000 800 300 3 
+ Volcanic Island R 60.00 40.00 18.00 4 
+ Wall of Air $00 225 200 2 
$ Wall of Bone U) 200 20 2.00 2 
£ Wall of Brambles 250 200 200 2 

Wall of Fire U > 250 20 00 2 
+ Wall of Ice U 280 200 200 2 
+ Wall of Stone U 250 200 200 2 
+ Wall of Swords 400 275 200 3 
: Wall of Water U 250 200 200 2 
+ Wanderlust U 250 200 200 2 
¢ Warp Artifact 800 6.00 200 3 
+ Water Elemental U 260 200 200 2 
: We R 800 700 200 3 
+ Wheel of Fortune R 95.00 25.00 7,00 4 
= White Knight 00 800 4.00 4 
+ White Ward U 300 200 200 2 
; Wild Growth C 200 1.00 075 2 
: Will-0'-The-Wisp 2200 1500 600 3 
= Winter Orb 200 20.00 300 4 
+ Wooden Sphere U 200 200 200 2 
¢ Word of Command R 66.00 48.00 29.00 3 
= Wrath of God R $000 3343 600 4 
= Zombie Master R 1000 10.00 500 3 
; UNLIMITED 


spoon 
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Item 
ingus Egg 
isenchant 
Disrupting Scepter 
Dragon Whelp 
rain Power 
warven Demo Team 
Earth Elemental 
Earthbind 
Earthquake 
Elvish Archers 

vil Presence 
alse Orders 
Farmstead 
Fastbond 
Feedback 

Fire Elemental 
ireball 
Flashfires 

Force of Nature 
Forcefield 

Fork 

Fungusaur 
Gaea's Liege 
Gauntlet of Might 
Glasses of Urza 
Gloom 

Goblin Balloon Brigade 
Goblin King 
Granite Gargoyle 
Green Ward 
Guardian Angel 
Helm of Chatzuk 
ive, The 

Howl from Beyond 
lowling Mine 
Hurloon Minotaur 
Hurricane 
Hypnotic Specter 
ce Storm 

cy Manipulator 
llusionary Mask 
nstill Energy 
invisibility 

ron Star 

island Sanctuary 
lvory Cup 

Jade Monolith 
Jade Statue 
Jayemdae Tome 
Juggernaut 
Jump 

Karma 

Keldon Warlord 
Kormus Bell 
Kudzu 

ance 

ey Druid 

Library of Leng 
Lich 

ifeforce 

ifelace 

ifetap 

ightning Bolt 
iving Artifact 
Living Lands 
iving Wall 
Janowar Elves 
ord of Atlantis 
ord of the Pit 
ure 

Magical Hack 
Mahamoti Djinn 
Mana Flare 

Mana Short 
Mana Vault 
Manabarbs 
Meekstone 

Mesa Pegasus 
Mind Twist 

Mox Emerald 
Mox Jet 

Mox Pearl 

Mox Ruby 

Mox Sapphire 
Natural Selection 
Nether Shadow 
Nettling Imp 
Nevinyrral’s.Disk 
Nightmare 
Northern Paladin 
Obsianus Golem 
Orcish Artillery 
Orcish Oriflamme 
Pearled Unicorn 
Personal Incarnation 
Pestilence 
Phantasmal Forces 
Phantasmal Terrain 
Phantom Monster 
Pirate Ship 
Plateau 

Power Sink 
Power Surge 
Prodigal Sorcerer 
Psionic Blast 
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High Med 


“600 
400 
600 
ve 
600 
800 


4.00 
0.30 
4,00 
2.00 
4.00 
5.00 
1.00 
0.50 
5.00 
5.00 
1,00 
2.00 


Lo 


2.00 
0.20 
2.00 
00 
2.00 
3.00 
35 
.20 
2.00 
3.00 
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C 

R 

R 

C 

U 

C 

U 

U 

R 

: R 
= Roc of Kher Ridges R 
+ Rock Hydra R 
: Rod of Ruin U 
> Royal Assassin R 
2 Sacrifice U 
: Samite Healer C 
: Savannah R 
R 

C 

U 

R 

C 

R 

U 

U 

C 

R 

U 

C 

U 

R 

R 

U 


: R 
: Terror C 
+ Thicket Basilisk U 
; R 


= Throne of Bone ' 
: Timber Wolves R 


: Wall of Swords 
= Wall of Water 
H Wanderlust 
Warp Artifact 

: Water Elemental 


: Wheel of Fortune 
: White Knight 

= White Ward 

= Will-O'-The-Wisp 
: Winter Orb 

= Wooden Sphere 
Word of Command 
= Wrath of God 

+ Zombie Master 


Item 


Psychic Venom 
Purelace 

Raging River 

Red Elemental Blast 


> Savannah Lions 
? Scathe Zombies 
: Scavenging Ghoul 
: Scrubland 

= Sea Serpent 

= Sedge Troll 

> Sengir Vampire 
= Serra Angel 

= Shatter 

2 Shivan Dragon 

= Simulacrum 

= Sinkhole 

? Siren's Call 

: Sleight of Mind 
+ Smoke 

= Sol Ring 

= Soul Net : 
: Spell Blast Ck 
= Stasis 
3 Steal Artifact U 
2 Stone Giant U 
+ Stream of Life 
= Sunglasses of Urza R 
: Swords to Plowshares 


faiga 


houghtlace 


ime Vault R 


ime Walk 


H Timetwister 
= Tropical Island 
= Tsunami 

: Tundra 


junnel 
widdle 


R 
R 
U 
R 
U 
H C 
= TwoHeaded GiantofForiys R | 4 
: Underground Sea R 20 
: U 36 
R 
R 
R 
R 
R 
U 


thden Troll 


= Verduran Enchantress 
? Vesuvan Doppelganger 
: Veteran Bodyguard 

: Volcanic Eruption 

= Volcanic Island 

= Wall of Air 

: Wall of Bone 

Wall of Brambles 

= Wall of Fire U 


= Air Elemental U 
: Aladdin's Lamp R 
= Aladdin's Ring R 
+ Animate Artifact U 
+ Animate Dead U 
$ Animate Wall R 
= Ankh of Mishra R 
: Armageddon R 
: Armageddon Clock R 
= Aspect of Wolf R 
? Atog C 


: Complete Set : 
+ Booster Display 
£ Booster Pack 

+ Starter Display 

: Starter Deck 

: Typical Common 


a 
ltem 


tem High Med 


1 Bad Moon R 800 600 400 4 Gaea’s Liege R 700 4 2.50 
2 Badlands R 1800 1200 800 4 Glasses of Urza U 0. 
3 Balance R 600 452 300 2 Gloom U 
1 Basalt Monolith 200 1.00 0.25 1 Goblin Balloon Brigade U 
1 Bayou R 78.00 1200 800 4 Goblin King R 
1 Birds of Paradise R 800 600 500 4 Granite Gargoyle R 
2 Black Knight U 200 100 050 1 Green Ward U 
1 lack Vise U 300 100 060 1 Guardian Angel C 
2 100 050 0.25 1 Helm of Chatzuk R 
1 00 2 R §00 300 100 1 Howling Mine R 
00 600 300 2 C 035 025 005 0 Hurkyl's Recall R 
‘1200 10.00 200 2 100 0.50 025 1 Hurricane U 
$00 1.00 035 1 U 400 075 025 1 : Hypnotic Specter U 
2000 1200 1.25 3 300 200 1,00 1 > Instill Energy U 
269 1.00 050 1 R 990 700 350 3 4 Iron Star U 
“100 0.25 (0.20 1 U 100 059 025 1 = Island Fish Jasconius R 
20.00 15.00 10.00 4 100 #075 «025 1 : Island Sanctuary R 
005.00 1.00 3 U 100 075 0.25 1 > Ivory Cup U 
“71.00 0.25 0.20 1 ? Celestial Prism U 100 075 0.25 1 = Ivory Tower R 
300) 1.00 035 1 = Channel 150 088 025 1 ? Jade Monolith R 
2000 15.00 10.00 4 : Chaoslace R 300 149 050 1 : Jandor’s Ring R 
100 025 «020 1 : Clockwork Beast 400 249 1.00 1 : Jandor’s Saddlebags 
1000 733 200 2 = Clone U 600 500 075 2 : Jayemdae Tome R 
700 4.25 100 2 : Cockatrice 600 365 200 1 : Juggernaut U 
00 6.00 100 3 > Conservator U 700 050 025 1 > Karma U 
100 0.25 (0.20 1 ? Contract from Below R 600 300 100 1 3 Keldon Warlord U 
25.00 1700 900 4 + Control Magic $00 200 075 1 3 Kird Ape C 
300 1.00 0.25 1 ? Conversion U 100 050 025 1 3 Kormus Bell R 
1200 10.00 1,00 1 ? Copy Artifact R 800 550 250 2 -0.23 = Kudzu R 
200 100 035 1 3 Counterspell U 200 1.00 O50 1 : Lance U 
600 450 200 2 : Crumble U 100 063 0.26 1 3 Ley Druid U 
600 4.00 200 2 : Crusade R $00 600 350 2 > Library of Leng U 
1000 500 100 2 > Crystal Rod U 400 075 025 1 > Lifeforce U 
200 100 025 1 } Cursed Land 100 063 0.25 1 : Lifelace R 
“100 (025 «(020 1 3 Dancing Scimitar R $00 250 1.00 1 : Lifetap U 
§.00 1.00 2 : Dark Ritual C 085 023 005 0 : Lightning Bolt C 
100 050 1 : Darkpact R 400 300 100 1 > Living Artifact R 
00 (25) 1 : Deathgrip U 100 050 025 1 2 Living Lands R 
0.25 0,20 1 : Deathlace R 300 1.88 1.00 1 > Living Wall U 
4.0 1.50 2 : Demonic Attorney R 42 300 100 1 + Llanowar Elves C 
250 1,00 2 A : 
15.0 00 4 
25 0.20 1 
1.00 1.00 1 
300 0.50 2 
1.00 0.25 1 
4.01 1.00 2 
85.00 55.00 25.00 3 
195.00 165.00 100.00 5 
190.00 120.00 80.00 5 
. 15.00 10.00 4 
00 080 1 
15.00 10.00 4 
1.00 035 1 
50 0.20 1 
40.00 20,00 3 
15.00 10,00 4 
HT OE People like Prerelease events and will go out of their way to attend them, but its not to get the foil 
a promo card—they really enjoy the new cards and have fun playing. 
400 200 2 
15.00 10.00 4 Fe eae 3 Se 
1.00 050 1 / open packs by playing in Limited formats like mini-master. | also trade and buy a lot—but | 
1.00 035 1 . 
‘00 030 1 hardly open any boxes to fill up the stock. 
00 035 1 
00 050 1 
iy ee Fndless Wurm was thought to be an excellent card initialy—people liked a 9/9 creature with 
io bf trample—but it isn't selling well at all anymore. 
350 1.00 2 
1.00 080 1 
600 4.00 200.2 ; : 
16.00 1300 400 3 : Demonic Hordes R : Lord of Atlantis ; 4.25 1 
"300, 2.00 1.00 2 : Demonic Tutor U > 600 4.00 100 2 : Lord of the Pit 800 595 300 1 
125 «1.00 025 1 > Desert Twister U > 1.29 «1.00 0.25 > Lure U 180 0.75 025 1 
900 600 300 2 ? Dingus Egg R 400 300 1.00 ? Magical Hack 500 300 200 1 
100 5.00 200 3 ? Disintegrate C O50 025 005 0 : Magnetic Mountain R 300 200 1,00 1 
200 100 0.25 1 : Disrupting Scepter R 400 300 1.50 2 : Mahamoti Djinn R 800 600 450 4 
$0.00 40.00 20.00 2 = Dragon Engine R 300 200 050 = Mana Flare R 600 4.00 250 2 
00 8.00 4.00 4 $ Dragon Whelp U 250 1.00 050 1 = Mana Short R §00 300 200 1 
600 500 300 2 > Drain Life C 035 025 005 0 > Mana Vault $00 340 1,00 2 
: Drain Power R 400 300 150 1  Manabarbs R 400 300 150 1 
warven Weaponsmith U 1,00 0.75 025 1 > Meekstone R600 340 150 1 
arth Elemental U 700 075 025 Z Mijae Djinn R 600 400 20 
$325 «$275 «($200 4 + Earthbind C050 19 005 0 3 Millstone R 700 500 300 2 
450 300 250 5 = Earthquake R 600 4.00 200 3 > Mind Twist §00 300 100 1 
1375 973 695 4 ? Ebony Horse R $00 200 1,00 3 Mishra’s War Machine R 3,00 200 1.00 
$60 «250 «200 5 : El-Hajjaj R 400 300 100 1 : Nether Shadow 400 300 10 
35 25 20 4 : Elvish Archers R 400 300 200 1 + Nettling Imp U 200 100 O86 
025 010 0,05 > Energy Flux U 100 050 0.25 1 : Nevinyrral’s Disk R 600 600 400 4 
vil Presence U 100 075 025 ? Nightmare R 1000 700 500 2 
$1.29 $1.00 $050 1 2 Eye for an Eye R 400 300 200 = Northern Paladin R 700 500 25 
800 200 1.00 1 : Farmstead R 400 300 1.00 = Obsianus Golem U > 100 075 025 1 
$00 225 1.00 1 : Fastbond R 600 4.79 200 = Onulet R 308 1.75 050 
1.00 059 0.25 = Feedback U 1.00 050 025 1 = Orcish Artillery U 100 0.75 025 1 
100 090 0.50 : Fire Elemental U 700 4079 025 : Orcish Oriflamme U 100 067 025 1 
$00 200 1,00 : Fireball C 050 025 005 0  Omithopter U 100 055 025 
400 300 150 1 3 Flashfires U 100 055 025 3 Personal Incarnation R 500 300 200 1 
600 600 450 4 H Flying Carpet R 300 200 1.00 : Phantasmal Forces U 1.00 050 0.25 
$00 229 1.00 1 + Force of Nature R 800 600 300 2 : Phantom Monster U 400 075 025 1 
400 300 200 : Fork R 2000 15.00 10.00 3 > Pirate Ship R $00 250 1.00 
029 0.23 005 0 i Fungusaur R400 300 200 1 $ R 1700 12.00 800 


(o)taiF , wi wa “AT | mama neces mana 


pas — 
Item High Med Low TR +/- : Item High Med Low TR +/- : Item High Med Low TR */- : item High Med Low TR +/ 
Power Surge R 360 300 1.00 : Wheel of Fortune R 1200 900 500 3 ? Crusade R 70 500 200 2 : Phantom Monster U 400 O67 0.25 1 
Primal Clay R 360 200 095 : White Knight U 200 100 050 1 > Crystal Rod U 100 050 0.25 1 Pirate Ship R400 300 200 1 
Purelace R 300 200 0.50 : White Ward U 400 050 025 1 : Cursed Land U 700 050 025 1 : Power Surge R 406 300 200 1 
Reconstruction C #080 019 005 ; Will-0'-The-Wisp R 700 500 300 2 : Cursed Rack U 700 075 025 1 i Primal Clay R 498 300 125 1 
Red Elemental Blast C 035 025 005 0 : Winter Orb R 700 500 300 4 : Dancing Scimitar R 400 300 150 1 : Psionic Entity R 400 300 200 1 
Red Ward U 100 050 025 1 : Wooden Sphere U 700 050 025 1 > Deathgrip U 700 050 025 1 : Purelace R 400 250 100 1 
Regrowth U > 349 200 O50 2 > Wrath of God R 900 700 500 4 : Deathlace R400 225 100 1 : Pyrotechnics U' 200 050 025 1 
Resurrection U 300 100 0.25 : Zombie Master R 500 300 200 1 Desert Twister U 780 063 025 1 > Radjan Spirit U 700 060 025 1 
Reverse Damage R 600 300 200 : : Detonate U > 700 060 035 1 : Rag Man R400 300 200 1 
Reverse Polarity U 100 050 025 1 : : Diabolic Machine U> 700 050 025 1 : Rebirth R) 400 300 100 1 
Righteousness «sR 499-300 200 1 FOURTH EDITION R 400 300 200 1 Red Mana Battery R 400 300 200 1 
Roc of Kher Ridges R 700 500 300 1 : Complete Set $250 $210 $125 3 : Disrupting Scepter R400 300 200 2 : Red Ward U'°700 050 025 1 
Rock Hydra R 1200 800 300 1 : Booster Pack 495 325 295 2 : Divine Transformation U~ 440 085 035 1 : Relic Bind R00 300 150 1 
Rocket Launcher R $00 300 1.00 > Booster Display 135 «6105 «= 0 3 : Dragon Engine R400 300 100 1 : Reverse Damage R500 300 200 1 
Rod of Ruin U 400 050 025 1 > Starter Deck 13.95 10.00 895 2 > Dragon Whelp U) 200 100 050 1 : Righteousness R 450 300 200 1 
Royal Assassin R 18.00 10.00 750 3 : Starter Display 135~=— «100 70 3 ? Drain Power R400 300 200 1 Rod of Ruin U7 000 0.50 025 1 
Sacrifice U 1700 050 025 1 > Typical Common 025 010 005 0 arth Elemental U > 00 075 025 1 : Royal Assassin R 7400 10.00 500 3 
Savannah R 15.00 12.00 4 A : Earthquake R500 4.00 200 2 : Savannah Lions R 600 400 200 2 
? Ebony Horse R400 300 100 1 ? Scavenging Ghoul U 100 050 025 1 
El-Hajjaj R400 300 200 1 : Segovian Leviathan U 100 0.63 025 1 
Elder Land Wurm R 400 300 200 1 : Sengir Vampire U $00 337 050 1 
IN YOUR FACE COMICS Elven Riders U 200 075 035 1 > Serra Angel U > 600 500 050 2 
Wio-vWW Elvish Archers R’ 400 300 200 1 : Shapeshifter UP 100 075 025 1 
H , Energy Flux U > 700 060 0.25 1 : Shivan Dragon R 16.00 1200 450 4 
Alex Heminger Evil Presence U| 100 050 025 1 :  Simulacrum U 100 055 025 1 
Eye for an Eye R400 300 200 1 : Sindbad UU) 100 050 025 1 
angelal\ a quest.net eedback U 100 = 0.50 25 1 } Siren's Call U 700 050 025 1 
2350 East Stop 11 Road Fellwar Stone U) 450 088 035 1 : Sleight of Mind R 450 300 200 1 
: : Fire Elemental U) 10G 075 025 1 + Smoke R400 300 200 1 
Indianapolis, IN 46227 Fireball C| 050 013 005 0 Sorceress Queen =R| 600 400 200 1 
lashfires U 400 050 025 1 : Soul Net US TOG 050 025 1 
(317) 888-9961 Flying Carpet R| 400 300 150 1 : Spirit Link U $00 100 095 1 
orce of Nature R600 595 300 2 : Spirit Shackle U 100 050 025 1 
Fungusaur R400 300 200 1 ? Stasis 600 4.00 200 2 
: F Gaea’s Liege R600 350 200 1 : Steal Artifact U 100 0.55 025 1 
Prereleases are pretty popular here. We had 15 people, give or take, from this store attend the most Ghost Ship U | 400 050 025 1 : Stone Giant U 100 050 025 1 
Glasses of Urza U 00 050 025 1 : Strip Mine U > 500 300 050 1 
recent one. Gloom U' 100 075 025 1 Sunglasses of Urza 400 300 150 1 
Goblin Balloon Brigade U = 4,00 =©0.67 25 1 : Swords to Plowshares U) 200 100 050 1 
Goblin King R 600 400 200 1 : Sylvan Library R 600 498 300 3 : 
i i i i Greed R 400 300 200 1 > Tawnos’s Wand U 700 050 025 1 
/ usually open one or two boxes of the new shipment to fill up the singles binder. After that we buy Green Mana Gatry A 300 M41 cass Wemony Ufa 050) 086 1 
and trade from the customers the cards that seem to sell. Green Ward U 100 050 025 1 ; Tempest Efreet 00 300 149 1 
Helm of Chatzuk R 400 3.00 50 1 > Tetravus R508 300 200 1 
Howling Mine R  ¢o8 505 300 3 : The Hive R500 300 200 1 
., 4 Hurkyl's Recall R 408 300 125 1 : The Rack U= 700 0.75 025 1 
| can’t think of any cards that really bombed out in Urza block. There are a few that have been pop- Hurr Jackal R $00 300 149 1 : Thicket Basilisk U 100 075 035 1 
A r Hurricane U 700 4063 025 1 : Thoughtlace 400 300 100 1 
ular from the time they came out, but they remain popular today. Hypnotic Specter =U «OD 200 050 1 ©»? Throne of Bone §= UMD 05 . 
Inferno R 450 398 200 1 imber Wolves 400 300 1.50 1 
Instill Energy U 400 050 025 1 ime Elemental R 608 500 200 2 | 
Iron Star U 400 050 025 1 itania’s Song 400 300 150 / 
: ? Island Fish Jasconius R 400 300 150 1 riskelion R $00 300 200 1 / 
Savannah Lions RB 00 3 : Abomination U $100 $0.73 $025 1 > Island Sanctuary R 400 300 200 1 sunami U 400 050 0.25 
Scavenging Ghoul U 100 050 0.25 1 Air Elemental U 700 093 035 1 : Ivory Cup U 100 050 025 1 : Tunnel U 408 050 025 1 
Scrubland R 1800 1200 800 4 : Aladdin's Lamp R 400 300 150 1 > Ivory Tower R 500 400 200 1 > Uncle Istvan U 706 075 035 1 
Sedge Troll R 800 500 250 2 2 Aladdin's Ring R400 300 150 1 ? Jade Monolith R #00 300 150 1 ? Untamed Wilds U- 108 050 025 1 
Sengir Vampire U 500 345 100 2 : Ali Baba U > 108 050 035 1 : Jandor’s Saddlebags R 400 300 150 1 : Urza's Avenger R 500 300 200 1 
Serendib Efreet R $00 625 400 3 Angry Mob U 700 063 025 1 : Jayemdae Tome R500 395 200 1 : Uthden Troll U 486 075 025 
Serra Angel U 600 500 200 2 : Animate Artifact U 700 050 025 1 > Junin Efreet U = 700 0.75 035 1 ? Verduran Enchantress R 4.00 300 200 1 
Shatterstorm U 200 100 025 1 : Animate Dead U 700 063 025 1 ? Karma U 700 073 035 1 : Visions UU 400 050 0.25 
Shivan Dragon R 1800 14.75 800 4 + Animate Wall R400 300 150 1 : Keldon Warlord U 7068 075 025 1 > Volcanic Eruption R406 300 200 1 
Simulacrum U 700 059 025 1 + Ankh of Mishra R 400 300 200 1 : Killer Bees U 400 1.00 050 1 > Wall of Air U = 100 055 025 
Siren’s Call U 100 075 025 1 : Armageddon R 800 600 300 4 : Kismet U 49 098 035 1 : Wall of Bone U' 708 0.50 025 
Sleight of Mind R 400 300 100 1 3 Armageddon Clock R | 400 3.00 150 1 ? Kormus Bell R > 400 300 150 1 : Wall of Brambles U) 700 050 025 1 
Smoke R 400 250 100 1 : Ashes to Ashes U > 700 050 025 1 : Land Tax R600 400 200 1 : Wall of Dust U) 700 050 > 025 
Sol Ring U 600 400 075 2 3 Ashnod’s Battle Gear U | 1.00 0.50 35 1 > Leviathan R600 400 200 1 : Wall of Fire U 108 050 025 1 
Sorceress Queen R 700 500 250 1 ? Aspect of Wolf R | 400 300 200 1 ? Ley Druid U 200 050 025 1 ? Wall of Ice U) 100 050 025 1 
Soul Net U 700 050 025 1 3 Backfire U TOO 050 025 1 : Library of Leng U 700 050 025 1 : Wall of Stone U 700 050 025 1 
Stasis R 600 400 200 2 : Bad Moon R 700 500 300 4 = Lifeforce U > 700 050 025 1 : Wall of Swords U 100 063 025 1 
Steal Artifact U 100 075 025 1 > Balance R | 600 400 200 2 : Lifelace R400 300 100 1 > Wall of Water U > 700 0.50 025 
Stone Giant U 100 063 025 1 ? Ball Lightning R 00 800 400 3 : Lifetap U 100 050 025 1 ? Wanderlust U0 050 025 1 
Sunglasses of Uza = R 400 250 1,00 1 : Birds of Paradise R800 600 300 4 : Lightning Bolt C 200 045 005 1 : Warp Artifact R 400 300 1.00 
Swords to Plowshares U 229 1.50 0.50 1 : Black Knight U 200 100 050 1 > Living Artifact R 400 300 1.50 1 : Water Elemental U) 700 073 025 1 
Taiga 18.00 1200 800 4 : Black Mana Battery R 400 300 200 1 : Living Lands R400 300 200 1 : Web R400 300 150 1 
The Hive 500 300 100 1 : Black Vise U 200 100 050 1 : Lord of Atlantis R600 390 200 1 ? Whirling Dervish U 200 1.00 050 1 
The Rack U 200 100 025 1 : Black Ward U > 700 050 025 1 : Lord of the Pit R 800 500 200 1 : White Knight U 200 100 050 1 
Thicket Basilisk U 1.00 099 050 1 > Blessing R428 300 200 1 > Lure U 700 063 025 1 : White Mana Battery R 400 300 200 
Thoughtlace $00 150 050 1 > Blight U > T00 073 035 1 } Magical Hack R S00 300 200 1 : White Ward U 100 050 025 1 
Throne of Bone U 100 050 025 1 ? Blue Mana Battery R400 300 200 1 : Magnetic Mountain R | 400 3.00 1.00 1 : Will-0'-The-Wisp R 600 450 200 2 
Timber Wolves R $00 290 100 1 : Blue Ward U 700 050 025 1 > Mahamoti Djinn R |) 800 600 300 4 : Winds of Change R600 300 200 1 
Titania's Song $00 250 100 1 Bog Wraith U > 100 050 025 1 > Mana Clash R400 300 200 1 : Winter Blast U> 00 073 025 1 
Tropical Island R 100 1200 800 4 : Bottle of Suleiman R 400 300 1.50 1 : Mana Flare R600 4.00 200 2 : Winter Orb R600 4.00 200 4 
Tsunami 100 075 025 1 : Brass Man U 700 050 025 1 ? Mana Short R480 300 200 1 : Wooden Sphere U) 100 050 025 1 
Tundra R 1800 1200 800 4 $ Bronze Tablet R400 300 150 1 : Mana Vault R500 300 200 2 : Wrath of God R800 600 300 4 
Tunnel U 100 075 025 1 : Burrowing U)100 050 025 1 : Manabarbs R400 300 200 1 > Xenic Poltergeist R400 300 1.50 1 
Underground Sea R 1800 1200 800 4 } Carrion Ants U 900 1.00 050 1 : Meekstone R450 300 200 1 : Zombie Master R)$00 300 200 1 
Uthden Troll U 100 090 025 1 : Castle U >TO 050 0.25 1 >’ Millstone R600 413 200 2 : 
Verduran Enchantress 400 300 200 1 : Cave People U > 700 050 025 1 : Mind Bomb U 200 060 035 1 : 
Vesuvan Doppelganger R 22,00 15.00 10.00 3 : Celestial Prism U > T00 050 025 1 > Mind Twist R500 300 200 1 : Eee waa I sol me = We = = LON | 
Veteran Bodyguard 925 500 300 2 : Channel U 7100 050 025 1 ? Mishra's Factory U > 500 300 050 1 : Complete Set $350 $250 $100 4 
Volcanic Eruption R 400 300 100 1 : Chaoslace R40 2.00 095 1 : Mishra’s War Machine R | 400 3.00 149 1 : Booster Pack $00 295 250 2 
Volcanic Island R 1800 12.00 800 4 = Clockwork Avian R 600 300 200 1 : Nether Shadow R400 300 200 1 : Booster Display 97 89 19 3 
Wall of Air U 700 0.75 025 1 : Clockwork Beast R400 300 200 1 > Nevinyrral’s Disk R) 800 600 300 4 : Starter Deck 900 895 800 3 
Wall of Bone U 100 050 025 1 : Cockatrice R500 300 200 1 : Nightmare R829 600 300 2 : Starter Display mo 8° 80 3 
Wall of Brambles U 100 050 0.25 1 : Colossus of Sardia R600 500 200 1 : Northern Paladin R600 400 200 1 : Typical Common 025 010 005 0 
Wall of Fire U 100 050 025 1 : Conservator U 5900 0.50 025 1 : Oasis UU) 100 055 025 1 “ 
Wall of Ice U 100 050 025 1 : Control Magic U > 200 100 050 1 : Obsianus Golem U) 100 050 6.25 1 : Abbey Gargoyles U $1.00 $0.75 $025 1 
Wall of Stone U 100 055 025 1 : Conversion U > 700 050 025 1 : Onulet R400 300 1.00 1 : Abyssal Specter U 200 100 035 1 
Wall of Swords U 100 075 025 1 : CoP: Artifacts U aw 0.88 035 1 : Orcish Artillery U) 100 067 025 1 : Adarkar Wastes R 500 449 250 3 
Wall of Water U 100 050 025 1 : Coral Helm R400 300 1.50 1 > Ordish Oriflamme U) 700 050 0.25 1 : Ather Storm U 100 059 025 1 
Wanderlust U 100 063 025 1 ? Cosmic Horror R400 300 200 1 } Omithopter U 400 050 025 1 : Air Elemental U 100 100 0.25 1 
Warp Artifact R 3600 200 095 1 : Counterspell U > 260 075 025 1 : Osai Vultures U 700 050 0.25 1 : Akron Legionnaire R 449 300 200 1 
Water Elemental U 400 050 025 1 : Crimson Manticore R460 300 1.50 1 > Personal Incarnation R= 500 300 200 1 > Aladdin's Ring R 400 300 1.50 1 
Web R 1 : Crumble U F400 050 025 1 : Phantasmal Forces U5 400 050 025 1 : An-Hawa Constable R400 300 200 1 


Angry Mob U 
Animate Dead U 
Animate Wall R 
Ankh of Mishra R 
Anti-Magic Aura U 
Arenson’s Aura U 
Armageddon R 
Ashes to Ashes U 
Ashnod’s Altar U 
Aspect of Wolf R 
Atog 
Azure Drake U 
Bad Moon R 
Ball Lightning 
Barl's Cage R 
Binding Grasp U 
Birds of Paradise R 
Black Knight 
Blight U 
Blinking Spirit R 
Bog Wraith 
Bottle of Suleiman R 
Bottomless Vault 
Breeding Pit U 
Broken Visage 
Brushland 
Caribou Range R 
Carrion Ants U 
Castle U 
Cave People U 
City of Brass R 
Clockwork Beast R 
Clockwork Steed U 
Cockatrice R 
Colossus of Sardia = R 
Conquer U 
CoP: Artifacts U 
Coral Helm R 
Counterspell C 
Craw Giant U 
R 
R 
U 
R 
U 
U 
R 
R 
U 
R 
R 
U 
U 


Crimson Manticore 
Crown of the Ages 
Crumble 
Crusade 
Crystal Rod 
Cursed Land 
Dance of Many 
Dancing Scimitar 
Deathgrip 
Deflection 
Derelor 
Desert Twister 
Detonate 
Diabolic Machine 
Dingus Egg R 
Disrupting Scepter 
Divine Transformation U 
Dragon Engine 
Drain Power R 
ust to Dust 
warven Catapult 
warven Hold 
warven Ruins U 
arthquake R 
bon Stronghold 
Elder Druid R 
lkin Bottle R 
Iven Riders 
Ivish Archers R 
nergy Flux 
vil Eye of Orms-by-Gore U 
vil Presence U 
ye for an Eye R 
Fallen Angel U 
Feedback U 
Feldon's Cane U 
Fellwar Stone U 
eroz's Ban R 
Fire Drake U 
Flame Spirit U 
Flashfires U 
Flying Carpet R 
orce of Nature R 
R 
U 
R 
U 
R 
R 
U 
U 
U 
R 
R 


Forget 

Fountain of Youth 
Fungusaur 
Fyndhorn Elder 
Game of Chaos 
Gauntlets of Chaos 
Glacial Wall 
Glasses of Urza 
Gloom 

Goblin King 

Goblin Warrens 
Greater Realm of Presrv U 


Greater Werewolf U 
Havenwood Battleground U 
Hecatomb R 
Helm of Chatzuk 

Hollow Trees 

Howling Mine 


Hurricane 
Hydroblast 


R 
R 
R 
Hurkyl’s Recall R 
U 
U 
Icatian Phalanx U 


2 Icatian Store 
= Icatian Town 
? Ice Floe 

} Incinerate C 
= Inferno R 
? Infinite Hourglass 
} Instill Energy U 
Iron Star U 
: Ironclaw Curse R 
: Island Sanctuary R 
> Ivory Cup 
= Ivory Guardians U 
: Jade Monolith R 
:  Jalum Tome 
3 Jandor's Saddlebags 


? Jayemdae 


ome 


: Jester’s Cap R 
> Johtull Wurm 


2 Jokul 


haups 


iS 


2 Joven's Too! 
: Justice 
> Juxtapose 
? Karma 
: Karplusan Forest 
= Keldon Warlord 
Killer Bees 

: Kismet 
: Kjeldoran Royal Guard 
? Kjeldoran Skycaptain 
? Knight of Stromgald 
: Leshrac’s Rite 

: Leviathan 

> Lhurgoyf 

? Library of Leng 

: Lifeforce 

> Lifetap 

> Living Artifact 
Living Lands 

: Lord of Atlantis 

= Lord of the Pit 

$ Lure 

2 Magical Hack 

+ Magus of the Unseen 
= Mana Clash 

} Mana Flare 

> Mana Vault 

: Manabarbs 

: Meekstone 

} Millstone 

: Mind Bomb 

: Mind Warp 

: Mole Worms 

= Necropotence 

: Nether Shadow 

: Nevinyrral’s Disk 

2 Nightmare 

3 Obelisk of Undoing 

: Orcish Artillery 

3 Orcish Captain 

} Orcish Oriflamme 
rcish Squatters 


i Orgg 
: Omithopter 


= Personal Incarnation 
= Phantasmal Forces 
: Phantom Monster 
: Pirate Ship 

= Power Sink 

Pox 

: Primal Clay 

= Primal Order 

} Primordial Ooze 
> Pyroblast 

: Pyrotechnics 

+ Rabid Wombat 

} Radjan Spirit 
Rag Man 

: Recall 

: Reverse Damage 
= Righteousness 

: Rod of Ruin 

= Ruins of Trokair 
: Sacred Boon 

= Sand Silos 

: Sea Spirit 

: Sea Sprite 

: Seasinger 

: Segovian Leviathan 
: Sengir Autocrat 
: Seraph 

Serpent Generator 
: Serra Bestiary 

: Serra Paladin 

= Shapeshifter 

= Shatterstorm 

: Shivan Dragon 

:  Sibilant Spirit 

= Skull Catapult 
Sleight of Mind 

: Smoke 

: Sorceress Queen 
: Soul Net 


der of the Sacred Torch R 
der of the White Shield U 


H Pentagram of the Ages R 


R 


U 


R 


R 


R 
R 
R 
U 
U 
U 
R 
R 
R 
R 
R 
U 
U 
U 
R 


R 
U 


R 
U 
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2 Spirit Link 
: Stampede 
5 Stasis 
Steal Artifact 

: Stone Giant 

: Stone Spirit 

: Stromgald Cabal 
= Sulfurous Springs 
: Svyelunite Temple 
: Sylvan Library 


fawnos's Weaponry 


i The Hive 


he Wretched 


: Thicket Basilisk 


hrone of Bone 
hrull Retainer 


: Time Bomb 
> Time Elemental 
> Titania's Song 


ruce 


: Tsunami 
> Underground River 

} Untamed Wilds 

+ Urza's Avenger 

? Urza's Bauble 

: Verduran Enchantress 
3 Wall of Air 

: Wall of Bone 

: Wall of Brambles 

$ Wall of Fire 

+ Wall of Stone 

Wall of Swords 

: Wanderlust 

$ Warp Artifact 

+ Whirling Dervish 

: White Knight 

$ Wind Spirit 


Prereleases are extremely well received. It's the one type of tournament aimed at the casual player 
rather than pro players. Our regulars especially enjoy Booster-draft format and Prereleases offer 


ccz7mze 


Secemeccecococesoewmwocxzaczzaz 


High Med 


plenty of side drafts. 


We hardly open any boxes—everyone drafts a lot at the store and so we can fill up the showcase 


Low TR 


with rares opened in draft packs, 


The only example that comes to mind is Ring of Gix. Even this card is still pretty good, but it is weak- 


er than players suspected. 


Winds of Change 


+ Winter Blast 

? Winter Orb 

+ Wolverine Pack 
: Wooden Sphere 
3 Word of Blasting 
} Wrath of God 

: Wyluli Wolf 

+ Xenic Poltergeist 
> Zombie Master 
} Zur’s Weirding 


? Abduction 

: Abyssal Hunter 

: Abyssal Specter 

: Adarkar Wastes 

: Ather Flash 

+ Agonizing Memories 
: Air Elemental 

> Aladdin's Ring 

} Amber Prison 

: Ancestral Memories 
: Animate Wall 

2 Ankh of Mishra 


mwawmamawmwocewmcrae 


4.50 
1,00 
5.00 
1,00 
1.00 
1.00 
8.00 
4.49 
4.00 
5.00 
5.00 


3.00 
0.75 
4,00 
0.59 
0.50 
0.59 
6.00 
3.00 
3.00 
3.00 
3.33 


$200 4 
269 3 
79 3 
895 2 
2 
0 


} Archangel 
: Ardent Militia 

= Armageddon 

} Ashen Powder 
: Ashnod’s Altar 
: Balduvian Horde 
> Birds of Paradise 
: Blaze 
: Blight 
: Blighted Shaman 
= Bog Wraith 

? Boil 
: Bottle of Suleiman 
: Browse 

: Brushland 


2 Burrowing 


2 Call 
? Castl 


of the Wild 


le 


+ Diminishing Returns 


$ Celestial Dawn 

= Charcoal Diamond 
3 Chill 

= City of Brass 

= Conquer 

: Counterspell 

: Creeping Mold 

: Crimson Hellkite 
? Crusade 

: Crystal Rod 

3 Crystal Vein 

> Cursed Totem 

= Dancing Scimitar 
: Daraja Griffin 

: Daring Apprentice 
} Deflection 

: Dense Foliage 

: Derelor 
: Desertion 


ingus Egg 
isenchant 
isrupting Scepter 


+ Divine Transformation 


joomsday 
ragon Engine 
ragon Mask 
read of Night 
jwarven Ruins 


? Early Harvest 


arthquake 


i CLHSsic Ebon Stronghold 
? Complete Set 

: Booster Pack 

: Booster Display 
? Starter Deck 

? Starter Display 

: Typical Common 


Ider Druid 


Elven Riders 

+ Elvish Archers 

$ Enlightened Tutor 

: Ethereal Champion 

H Evil Eye of Orms-by-Gore 
: Exile 

} Fallen Angel 
Fallow Earth 

: Familiar Ground 

+ Femeref Archers 

: Fervor 

Final Fortune 

: Fire Diamond 

: Fire Elemental 

$ Flash 

? Flashfires 

: Flying Carpet 

: Forbidden Crypt 

: Forget 


mwramwmawmomWDoOCAWDOOCAS 


Hig 1 Med 


8.00 
1.00 
8.00 
4.49 
1.00 
9.00 
8,00 
2.00 
1,00 
1.00 
1.00 
2.00 
4,00 
2.00 
6.00 
1.00 
4.49 
1.00 
6.00 
2.00 
2.00 
10.00 
1,00 
0.50 
2.00 
10.00 
6.79 
1.00 
1.00 
§,00 
4.00 
1,00 
§.00 
6.00 
4.49 
4.49 
5.00 
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Fountain of Youth 
Fyndhorn Elder 
Giant Growth 
Glacial Wall 
Glasses of Urza 
Goblin King 
Goblin Recruiter 
Goblin Warrens 
Gravebane Zombie 
Gravedigger 

Greed 

Grinning Totem 
Hammer of Bogardan 
Harmattan Efreet 
Havenwood Battleground 
Heavy Ballista 
Hecatomb 

Hidden Horror 

Howling Mine 

Hulking Cyclops 
Hurricane 
Icatian Town 
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SOMERVILLE ENTERTAINMENT 


Ken Somerville 
somerent@ micron.net 
8008 West Scardale 
Boise, 10 83704 
(208) 368-5277 


Our players are very enthusiastic about Prereleases. They like getting new cards and foils. We have 
to travel to Salt Lake City, which is a six-hour drive, yet a dozen people from our store showed up 
at the Urza's Destiny Prerelease. 


During the first week of the new set, | open one or two boxes, just to see the cards and let the cus- 
tomers see them. After that, | trade for or buy the cards | can sell from the customers along the way. 


Nothing really comes to mind. The Urza block has been very consistent. Cards like Time Spiral and 
Stroke of Genius took a hit when Tolarian Academy got banned, but no card really lost value because 


it wasn't as good as expected. 


Illicit Auction 
Infernal Contract 
Inferno 

Insight 

Iron Star 

Wory Cup 

Jade Monolith 
Jalum Tome 
Jayemdae Tome 
Jokulhaups 
Juxtapose 
Karplusan Forest 
Kismet 

Kjeldoran Royal Guard 
Lead Golem 
Leshrac's Rite 
Library of Lat-Nam 
Light of Day 
Lightning Blast 
Living Lands 
Llanowar Elves 
Longbow Archer 
Lord of Atlantis 

Lure 

Mana Prism 

Mana Short 
Manabarbs 

Marble Diamond 
Maro 

Meekstone 

Millstone 

Mind Warp 
Mischievous Poltergeist 
Moss Diamond 
Mystic Compass 
Mystical Tutor 
Nature's Resurgence 
Necrosavant 
Nightmare 

Obsianus Golem 
Orcish Artillery 
Orcish Oriflamme 
Order of the Sacred Torch 
Ornithopter 
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High Med 


1.00 
1.00 


1.00 
1.00 


1,00 


SEPTEMBER 1999 


Low TR 
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: Patagia Golem 
: Pearl Dragon 
: Pentagram of the Ages 
? Perish 

: Pestilence 

: Phantom Warrior 

> Phyrexian Vault 

> Pillage 

: Polymorph 

: Power Sink 

: Primal Clay 

: Prosperity 

: Psychic Transfer 

> Pyrotechnics 

: Radjan Spirit 

> Rag Man 

: Raging Goblin 

> Recall 

: Reckless Embermage 
: Relearn 

: Relentless Assault 

: Reprisal 


: Reverse Damage R 
: River Boa U 
? Rod of Ruin U 
: Rowen R 
+ Ruins of Trokair U 
: Scaled Wurm C 
= Segovian Leviathan =U 
: Sengir Autocrat R 
: Serenity R 
: Serra’s Blessing U 
= Shatterstorm R 
: Shock C 
: Sibilant Spirit R 
U 
U 
R 
U 
U 
U 
U 
U 
R 
U 
R 
U 
R 
l 


Stan womcomesvenmececer22¢ 


High 


Med 


3,00 
1.00 
0.10 
1.00 


3.00 
0.10 


3.50 
1.00 


1.00 


0.49 


Low TR 


Akron Legionnaire 
N ORTHWES Aladdin 


= Skull Catapult 

: Sky Diamond 

: Snake Basket 

: Soldevi Sage 

= Soul Net 

: Spirit Link 

: Spitting Drake 

> Staunch Defenders 

: Storm Cauldron 

: Strands of Night 

: Stromgald Cabal 

> Stupor 

: Sulfurous Springs 

: Summer Bloom 

> Sunweb R 

: Svyelunite Temple U 

: Syphon Soul C 

: Tariff R 
R 
R 
U 


: Teferi’s Puzzle Box 

: The Hive 

: Thicket Basilisk 

: Throne of Bone U 

: Tranquil Grove R 

: Uktabi Orangutan U 

= Uktabi Wildcats R 

¢ Underground River = R 

: Unseen Walker U 
U 
U 
R 
R 


? Untamed Wilds 

: Unyaro Griffin 

: Vampiric Tutor 

= Verduran Enchantress 


DUELIST 


High Med Low TR 


1 ? Vertigo U 700 1.00 049 1 

3 : Volcanic Dragon R860 550 400 3 

2 : Volcanic Geyser U 200 100 049 1 

1 ? Waiting in the Weeds R | 449 350 300 2 

1 : Wall of Air U 760 100 069 1 

1 : Wall of Fire U 900 1.00 039 1 

1 + Wall of Swords U 700 1.00 050 1 

1 } Wand of Denial R300 425 300 3 

2 > Warmth U > 200 100 049 1 

1 : Warthog U > 00 100 049 1 

2 : Wind Spirit U  T08 100 049 1 

1 : Wooden Sphere U Ve 1.00 049 1 

2 : Worldly Tutor U 200 100 049 1 

0 : Wrath of God R800 650 600 5 

1 : Wyluli Wolf R448 350 300 2 

2 : Zombie Master R600 4.00 300 2 

0 : Zur’s Weirding R600 425 300 3 
4 : H 
2 : —— = _ 
1 7 CHRONICLE 

4 : Complete Set soo |6$75 «$35 2 

1 : Booster Display 135 90 me 2 

: Booster Pack $95 250 225 2 

S Typical Common 025 010 005 0 

Abu Ja'far U3 $200 $1.00 $0.25 1 

U 300 150 050 1 

U 950 200 050 1 

Angelic Voices U 500 300 050 1 

Arcades Sabboth U 500 400 075 1 

Arena of the Ancients U 300 195 060 1 

Axelrod Gunnarson «=U 4.00 | 2.00 0.50 1 

Ayesha Tanaka U 300 200 050 1 

Azure Drake U3 200 «1.00 050 1 

Banshee U3 200 «41.00 025 1 

Barl's Cage U 306 150 050 1 

Beasts of Bogardan U3 200 1.00 050 1 

Blood Moon U 600 300 050 1 

Blood of the Martyr U3 200 1.00 025 1 

Book of Rass U 200 100 050 1 

Bronze Horse U $00 1.50 050 1 

Chromium U $00 400 100 1 

City of Brass U 00 700 400 4 

Cocoon U3 200 «1.00 +025 1 

Concordant Crossroads U = 4.00 «62.00 0.50 1 

Craw Giant U3 200 «41.00 050 1 

Cyclone U 200 150 050 1 

Dakkon Blackblade U 600 395 1.00 1 

Dance of Many U 380 200 050 1 

Enchantment Alteration U3 200 1.00 025 1 

Erhnam Djinn U3 $00 400 100 2 

Fallen Angel U3 300 «4200 100 1 

Feldon's Cane C2 «138 «#6025 «(005 1 

Fire Drake U3 200 «61.00 025 1 

Fountain of Youth (C2 650 010 005 0 

Gabriel Angelfire U 406 200 050 1 

Gauntlets of Chaas U 300 200 O50 1 

Goblin Artisans U3 260 1.00 025 1 

Hell's Caretaker U $00 400 050 1 

f Hor of Deafening U 300 200 050 1 

: IWory Guardians U3 200 «61.00 050 1 

2 : Jalum Tome U 300 1.98 50 1 

1 : Jeweled Bird U' 200 100 050 1 

1 ? Johan U 400 225 «050 1 

2 : Juxtapose U 300 150 050 1 

1 : Kei Takahashi C 050 010 005 0 

0 : Land’s Edge U 600 300 050 1 

1 : Marhault Elsdragon oC 035 0.10 0.05 0 

2 : Nebuchadnezzar U 600 300 075 1 

2 ? Nicol Bolas U 600 400 100 1 

1 + Obelisk of Undoing U 300 1.50 050 1 

2 : Palladia-Mors U 600 400 075 1 

0 : Petra Sphinx U 300 200 050 1 

3 : Primordial Ooze U3 200 «1.00 050 1 

1 + Puppet Master U3 200 1.00 O50 1 

1 : Rabid Wombat U3 200 1.00 050 1 

4 + Rakalite U 200 100 050 1 

1 : Recall U3 300 175 050 1 

1 ? Revelation U 300 179 O50 1 

1 : Rubinia Soulsinger U 449 200 050 1 

1 : Safe Haven U 300 200 O50 1 

1 : Sentinel U 200 155 050 1 

3 : Serpent Generator U 600 300 050 1 

1 : Shield Wall U3 200 1.00 049 1 

2 + Shimian Night Stalker U3 3.00 =1.00 0.50 1 

1 } Sivitri Scarzam C #035 010 005 0 

§ $ Sofkanar the Swamp KingU 610 4.00 200 2 

1 : Stangg U 400 200 050 1 

2 : Storm Seeker U3 200 «61.63 050 1 

1 > Takklemaggot U3 200 1.00 025 1 

0 } Teleport U | 269 1.50 050 1 

2 : The Fallen U3 200 1.00 025 1 

2 : The Wretched U 600 325 050 1 

2 3 Tobias Andrion C #035 010 005 0 

1 Tor Wauki C 035 010 005 0 

1 = Tormod’s Crypt C2 «#039 010 005 0 

2 = Triassic Egg U 200 175 050 1 

1 : Vaevictis Asmadi U 600 400 050 1 

2 : Voodoo Doll U 200 138 050 1 

§ : Wall of Opposition U3 200 1.00 50 1 

1 + Wall of Wonder U3 200 1.00 049 1 

1 ? Witch Hunter U3 200 1.00 050 1 

1 : Xira Arien U 306 200 O50 1 

5 : Yawgmoth Demon U 400 200 050 1 

4 ; 


: Complete Set 


: Library of Alexandria U3 


Renaissance was produéed # French, German and Italian to 
make available in those languages all of the cards that appeared 
in Chronicles, if they were not already. As a result, Italian 
Renaissance does not include any cards that originally appeared 
in Legends or The Dark. 


: $120 
: Booster Display 100 
: Booster Pack 3.95 
? Typical Card 1.00 
: Abomination $2.00 
> Angry Mob 2.00 
: Ball Lightning 12.00 
: Black Mana Battery 2.00 
Blue Mana Battery 2.00 

Carrion Ants 2.00 

Clockwork Avian 200 
: Colossus of Sardia 7.00 
: CoP: Artifacts 2.00 
: Cosmic Horror 3.00 
: Crimson Manticore 2.00 
: Divine Transformation 2.00 
: Elder Land Wurm 2.00 
? Fellwar Stone 2.00 
: Green Mana Battery 2.00 
= Hurr Jackal 2.00 
> Inferno 3.00 
: Junin Efreet 3.00 
: Killer Bees 3.00 
: Kismet 2.00 
Land Tax 4.00 
: Leviathan 4.00 
: Lost Soul 2.00 
: Mana Clash 2.00 
} Mishra’s Factory 6.00 
> Rag Man 2.00 
: Red Mana Battery 200 
: Shapeshifter 2.00 
: Spirit Link 450 
: Strip Mine 6,00 
: Sunken City 2.00 
? Sylvan Library 6.00 
: Tetravus 2.00 
+ Time Elemental 6.00 
: Triskelion 4.00 
3 Urza’s Avenger 200 
: Whirling Dervish 2.00 
: White Mana Battery 2.00 
: Winds of Change 3.00 
: Xenic Poltergeist 200 


= Complete Set $1,000 
: Booster Display §,200 
: Booster Pack 105 
: Typical Common 200 
: Abu Ja Far U3 $7.50 
: Aladdin U2 12.59 
: Aladdin's Lamp U2 780 
: Aladdin's Ring U2 7.50 
: Ali Baba U3 7.50 
> Ali from Cairo U2 95.00 
> Army of Allah C4700 
: Bazaar of Baghdad U3 25,00 
: Bottle of Suleiman U2 7.50 
: Brass Man U3 7.00 
? Camel C5 | 250 
: City in a Bottle U2 25.00 
: City of Brass U3. 30,00 
: Cyclone U3 750 
: Dancing Scimitar U2 750 
: Desert ch 5.00 
> Desert Nomads ch | 3.00 
: Desert Twister U3 7.00 

Diamond Valley U2 70.00 
: Drop of Honey U2 50,00 
: Ebony Horse U2 760 
? El-Hajjaj U2 750 
: Elephant Graveyard U2 $8.00 

Erhnam Djinn U2 30.00 
> Eye for an Eye U3 7.80 
? Flying Carpet U3 7.50 
: Flying Men cs 700 
: Guardian Beast U2 78.00 
: Ifh-Biff Efreet U2 35.00 


: Island Fish Jasconius U2 7.50 


: Island of Wak-Wak U2 40,00 
: Jandor’s Ring U2 750 
: Jandor’s Saddlebags U2 7.50 
: Jeweled Bird U3 7.50 

Jihad U2 50.00 
: Junin Efreet U2 16.00 
> Juzam Djinn U2 200.00 
: Khabal Ghoul U3 40.00 
: King Suleiman U2 20.00 
: Kird Ape ch 4.00 


Magnetic Mountain U3 7.50 
: Merchant Ship U3 10.00 
> Mijae Djinn U2 10.00 


$80 
100 
3.00 
0.25 


$0.63 
0.63 
8.00 
0.63 
0.63 
1.50 
0.63 
2.00 
1,50 
0.63 
0.63 
1.00 
0.63 
1,00 
0.63 
0.25 
1.00 
0.63 
2.00 
1.00 
3.50 
1.50 
0,25 
0.63 
4.50 
1.00 
0.63 
0.63 
3.00 
4.00 
0.25 
4,00 
0.63 
1.50 
2.00 
0.63 
1.00 
0.63 
2.00 
0.63 


$900 
4,275 
89 


High Med Low TR 
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SARARION NIGHTS! 


$750 4 
3,613 


4 
3.00 


Item 

Moorish Cavalry C5 
Mountain Ci 
Oasis U4 
Old Man of the Sea U2 
Oubliette C4 
Pyramids U2 
Repentant Blacksmith U2 
Ring of Martif U2 
Rukh Egg C3 


Sandals of Abdallah U3 
Serendib Djinn U2 
Serendib Efreet U2 


Shahrazad U2 
Sindbad U3 
Singing Tree U2 


Sorceress Queen U3 
Stone-Throwing Devils C4 
Wyluli Wolf C5 
Ydwen Efreet U2 


ANTIQUITIES: 


Complete Set 
Booster Display 
Booster Pack 
Typical Common 


Argivian Archaeologist U 
Armageddon Clock U2 
Ashnod's Altar U2 
Ashnod’s Battle Gear U2 
Ashnod’s Transmogrant U3 


Atog C4 
Bronze Tablet U 
Candelabra of Tawnos U 
Citanul Druid U3 
Clockwork Avian U 
Colossus of Sardia U 
CoP: Artifacts U3 
Coral Helm U 
Cursed Rack C 
Damping Field U3 
Detonate U3 


Dragon Engine C4 
Dwarven Weaponsmith U3 


Energy Flux U3 
Feldon's Cane C 
Gaea's Avenger U 


Gate to Phyrexia U3 
Goblin Artisans U3 
Golgothian Sylex U 
Haunting Wind U3 


Hurkyl's Recall U3 
Ivory Tower U3 
Jalum Tome U2 
Martyrs of Korlis U3 
Mightstone U3 
Millstone U3 


Mishra’s Factory (Fall) U 
Mishra’s Factory (Spr) C 
Mishra’s Factory (Sum) U 
Mishra's Factory (Wtr) U 
Mishra’s War Machine U 
Mishra's Workshop U 
Obelisk of Undoing U 


Onulet U3 
Phyrexian Gremlins C4 
Power Artifact u3 
Powerleech U3 
Primal Clay U3 
Rakalite U3 
Rocket Launcher U3 
Shapeshifter U 
Shatterstorm U 
Strip Mine (Narrow Steps) U 


Strip Mine (Small Tower) U 
Strip Mine (Wide Steps) C 


Strip Mine (Wide Steps Sky) U 
Su-Chi U3 
Tawnos’s Coffin U 


Tawnos's Wand U3 
Tawnos's Weaponry U3 


Tetravus U 
The Rack U3 
Titania's Song U3 
Transmute Artifact U3 
Triskelion U 
Urza's Avenger U 
Urza's Miter U 
Wall of Spears U3 
Weakstone U3 


Xenic Poltergeist U3 
Yawgmoth Demon U 


Complete Set 
Booster Display 
Booster Pack 
Typical Common 


Abomination U 
Abyss, The R 
Acid Rain R 
Active Volcano C2 


$350 

95 
5 
1.00 


Med 


2.50 
5.00 
3.59 
33.00 
4.00 
20.00 
4.00 
32.00 
10.00 
6,00 
20.00 
25.00 
20.00 
5.00 
30.00 
8.00 
5.00 
4.00 
10.00 


$265 
850 
20 
0.50 


$35.00 
4,00 
2.00 
2.00 
1,50 
0.95 
4.00 
35,55 
3.00 
5.50 
8.00 
4.00 
3.80 
1.00 
3.00 
2.00 
1.00 


Low TR 


0.30 


$200 
786 
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: Item 


: Adun Oakenshield R 
Adventurers’ Guildhouse U 

: Arathi Berserker U 
: Akron Legionnaire R 
: Al-abara’s Carpet R 
= Alchor’s Tomb R 
: All Hallow's Eve R 
= Amrou Kithkin C2 
= Angelic Voices R 
: Angus Mackenzie R 
Anti-Magic Aura C 
3 Arboria U 
: Arcades Sabboth R 
> Arena of the Ancients R 
: Axelrod Gunnarson R 
: Ayesha Tanaka R 
: Azure Drake U 
> Backdraft U 
: Backfire U 
U 

R 

U 

U 

U 

U 

U 


Barktooth Warbeard 
Bartel Runeaxe 

Beasts of Bogardan 
Black Mana Battery 


: Blight 

: Blood Lust 

: Blue Mana Battery 

: Boomerang C2 
Boris Devilboon R 
Brine Hag U 
Bronze Horse R 
Carrion Ants R 
Cat Warriors C2 
Cathedral of Serra U 
: Caverns of Despair = R 
: Chain Lightning (2 
Chains of Mephistopheles R 


ci 


Crevasse 
Crimson Manticore 
Cyclopean Mummy C2 
Dakkon Blackblade 
Darkness 

: Deadfall 

$ Demonic Torment 

: Devouring Deep C 
Disharmony 

Divine Intervention R 
Divine Transformation R 
Dream Coat U 
Dwarven Song U 
Elder Land Wurm 


Equinox 
Eternal Warrior 


alling Star 
Field of Dreams 

2 Sprites C 
Firestorm Phoenix 

Flash Counter C 


R 
R 
C 
U 
R 
U 
U 
R 
R 
2 
R 
2 
U 
2 
Forethought Amulet = R 
Fortified Area U 
Frost Giant U 
Gabriel Angelfire R 
Gauntlets of Chaos = R 
: Glyph of Life C2 
+ Glyph of Reincarnation C 
+ Gosta Dirk R 
Gravity Sphere R 

at Defender U 
U 

U 

R 

U 

R 

R 

2 

R 

U 

C 

R 

R 

C 

R 

U 

U 

U 

U 

C 

R 

R 

U 

R 

R 


reat Wall 
Greater Realm of Presrv 
Greed 
en Mana Battery 
Gwendlyn Di Corci 
Halfdane 
Hammerheim U 
Hazezon Tamar 
Heaven's Gate 
Hell Swarm 
Hell's Caretaker 
Hellfire 
Holy Day 
Horn of Deafening 
Horror of Horrors 
Hunding Gjornersen 
Hyperion Blacksmith 
chneumon Druid 
mmolation 
Imprison 
In the Eye of Chaos 
Infernal Medusa 
Infinite Authority 
Invoke Prejudice 
: Ivory Guardians U 


Med 


10.00 
2.25 
3.00 
6.00 
9.00 

10.00 

35.00 
0.50 
8.00 

10.00 
1,00 
4,00 

12.00 
6.00 
8,00 
6.00 
3.00 
3,00 
3:00 
4.00 

10.00 
2.00 
3.98 
3,00 
3.00 
3,95 
0.75 

10.00 
3,06 
6.00 
8.50 
0.50 
3.00 

10.00 
3.98 

11:98 

12.80 

15.00 


10.00 


3.00 
3.00 


10.00 
10.00 


12.00 
10.00 


12.50 


10.00 
15.00 


10.00 


10.00 
13.00 


5.00 
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: Item 


Jacques le Vert 
Jasmine Boreal 


R 
U 
: Jedit Ojanen U 
+ Jerrard of the Closed Fist U 
: Johan R 
$ Jovial Evil R 
: Juxtapose R 
? Karakas U2 
: Kasimir the Lone Wolf U 
: Keepers of the Faith C2 
: Kei Takahashi R 
: Killer Bees 

: Kismet 

: Knowledge Vault 


? Kobold Overlord 

: Kobold Taskmaster 

: Kobolds of Kher Keep C2 
? Kry Shield U 


R 
U 
R 
> Kobold Drill Sergeant U 
R 
U 


ady Caleria R 
ady Evangela R 


Lady of the Mountain, The U 
: Lady Orca U 


and Equilibrium 
and Tax 

and's Edge 
esser Werewolf 
ife Chisel 


i Life Matrix 


ifeblood 
iving Plane 


ord Magnus 


: Mana Drain 

+ Mana Matrix 

: Marble Priest 

+ Marhault Elsdragon 
? Master of the Hunt 
: Mirror Universe 
Moat 

: Mold Demon 


0,06 


R 
U 
R 
U 
2 
R 
R 
R 
ivonya Silone R 
U 
U 
R 
U 
U 
R 
R 
R 
R 


People are big on the new cards around here, so the Prerelease tournaments are always popular. 


ACT 


igh 


Low TR 


High Med Low TR 


16.00 10.00 499 
3.00 2,00 
400 2.00 
400 20 
800 4.00 

N1.00 5.0 
6.00 3.00 
400 20 
400 20 
050 0.20 
6.00 2.50 
800 3.00 
4.00 2.00 
10.00 5.0 
6.00 250 
10.00 5,00 
6.40 200 
1,00 0.50 
350 2.0 
10.00 5,00 
10.00 5.0 
3.00 2.00 
3.00 2,00 
15.00 5.00 
7.00 
10.00 
3,00 
4.00 
10.00 
10.00 

20.00 
10.20 
3.50 

40.00 
10.00 
4.00 
3.00 

20.00 9! 

75,00 SI 

45.00 
7.00 


+) 


/ 


H Raging Bull 


i Ramses Overdark 
: Rapid Fire 


i Rebirth 
: Recall 


$ Reincarnation 


? Relic Bind 
: Remove Soul 
: Reset 


? Reverberation 

: Righteous Avengers 

: Ring of Immortals 

: Riven Turnbull 

: Rohgahh of Kher Keep 
+ Rubinia Soulsinger 
Sea King’s Blessing 

= Seafarers’ Quay 

: Seeker 

+ Segovian Leviathan 

: Sentinel 

‘ Serpent Generator 

: Shield Wall 

+ Shimian Night Stalker 
Silhouette 

: Sir Shandlar of Eberyn 
= Sivitri Scarzam 

: Solkanar the Swamp King 
? Spectral Cloak 

: Spinal Villain 

+ Spirit Link 

= Spiritual Sanctuary 

? Stangg 

: Storm Seeker 

: Storm World 

> Subdue 


> Item 


agnar 
amirez DePietro 


asputin Dreamweaver 


zpawmwwoWDO 


‘ed Mana Battery 


Relic Barrier 


2 
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evelation 


OUTER LIMIT COMICS 


High Med Low TR 


063 0.20 
10.00 5,00 
378 2,00 
12.00 5,00 
9.00 500 
10.00 5,00 
6.00 3.00 
10.00 5,00 
373 2.00 
3.00 1.00 
4.00 2,00 
3.00 2.00 
050 0.20 
5.00 2.00 
700 5.00 
10.00 4.49 
4.00 2,00 
10.00 5.00 
3.00 2.00 


15.00 1 
2 
1 
2 
2 
2 
1 
2 
1 
1 
2 
1 
1 
1 
1 
2 
1 
2 
1 

12,00 5,00 2 
2 
1 
1 
1 
1 
1 
1 
1 
1 
1 
1 
1 
3 
1 
2 
2 
2 
2 
1 
2 
1 


12.00 
6.00 


800 3, 
3.00 
300 1 
250 24 
2.50 
6.00 
10.00 
3.00 
3.00 
3.00 
3.00 
3,00 
10.00 
6.00 
12.00 
6.00 
10.00 
8.00 
4.25 
10.00 
0.80 


tS 
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David Davenport 
ted127 @aol.com 
100 North Houston Lake Boulevard 
erville, GA 31028 

(912) 953-7867 


Ten to 12 regulars from our store attended the most recent Prerelease. 


We usually open a case of packs when a new set comes out. After that, we buy collections and thus 


keep the older singles in stock, 


Actually the Urza block has heen very good overall. | can't think of any single card that was much 
weaker than we initially thought. Of course, the DC! bans devalued some of the cards but that isn’t 


exactly the same thing. 


} Moss Monster C 
: Mountain Stronghold 

: Mountain Yeti 

: Nebuchadnezzar 

} Nether Void 

: Nicol Bolas 

+ North Star 

: Nova Pentacle 

? Palladia-Mors 


+ Pavel Maliki 

? Pendelhaven U 
+ Petra Sphinx 

: Pixie Queen 

: Planar Gate 

? Pradesh Gypsies 

: Presence of the Master 
: Primordial Ooze U 
: Princess Lucrezia 


+ Psionic Entity 


: Psychic Purge 
: Puppet Master 


2 
U 
U 
R 
R 
R 
R 
R 
; R 
: Part Water U 
U 
2 
R 
R 
R 
U 
U 
C 
2 


: Pyrotechnics C 


: Quarum Trench Gnomes 
: Rabid Wombat 
? Radjan Spirit 


U 
R 
U 
? Quagmire U 
R 
U 
U 


? Sunastian Falconer 

: Sword of the Ages 

: Sylvan Library 

+ Sylvan Paradise 

? Syphon Soul C: 
+ Tabemacle at Pendrell Vale 
: Takklemaggot 

¢ Telekinesis 


feleport 

fempest Efreet 
etsuo Umezawa 
hunder Spirit 


+ Time Elemental 


lobias Andrion 
laria 
for Wauki 


: Torsten von Ursus 
3 Touch of Darkness 


riassic Egg 


i Tuknir Deathlock 


lundra Wolves 
yphoon 
indertow 


H Underworld Dreams 
: Unholy Citadel 


Intamed Wilds 
r-Drago 


+). 


Urborg 
Vaevictis Asmadi 
Vampire Bats 
Visions 

Voodoo Doll 

Wall of Dust 

Wall of Earth 
Wall of Light 

Wall of Opposition 


Wall of Wonder 
Whirling Dervish 


Willow Satyr 
Winds of Change 
Winter Blast 
Wolverine Pack 
Wood Elemental 
Wretched, The 
Xira Arien 


Wall of Putrid Flesh 
Wall of Tombstones 


White Mana Battery 


IVORY & STEEL 


Jason Lewis 


ivorystl @ionet.net 
1585 Cimarron Plaza 
Stillwater, OK 74075 


(405) 372-3905 


The majority of the players here enjoy Prereleases. It gives them a chance to see the new cards 


12.00 
0.75 
3.00 
6.00 
2.00 
0.63 
3.00 
6.00 
3.00 
3.00 
3.00 
4.00 
4,00 
9.50 
4.00 
6,00 
0.75 

10.00 

10.00 
8.00 


: Living Armor 


* Lurker U 
$ Mana Clash U 
$ Mana Vortex U 
Martyr's Cry U 
Maze of Ith C 
+ Merfolk Assassin U2 
? Mind Bomb U 
+ Nameless Race U 
Necropolis U2 
: Niall Silvain U 
} Ore General U2 
: People of the Woods U2 
$ Preacher U 
: Psychic Allergy U 
+ Rag Man U 
: Reflecting Mirror U2 
 Runesword U2 


Safe Haven U 


: Scarecrow U2 
: Scarwood Bandits U 
+ Scarwood Hag 


tigh Med 


§.00 
4.00 
5.00 
5,00 
15.00 
5,00 
3.00 
6,00 
3.00 
4.00 
2.69 
2.00 
12.00 
5,19 
4.49 
4.00 
2.19 
5.00 
3.00 
6.00 


1.63 
10,00 
4.00 
3,00 


1.00 
3,00 
2.00 
3.00 


Low TR 
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before they come out. About half-a-dozen players from our store attended the latest Prerelease. 


/ usually open a box of boosters when a new set comes out. Based on how well these cards sell, | 


Might open up more packs, 


Urza's Saga cards were very popular when the set first came out, but few people were willing to buy 


them after Leqacy was released. It seems people want the latest thing. 


Complete Set 
Booster Display 
Booster Pack 
Typical Common 


Amnesia 

Angry Mob 
Apprentice Wizard 
Ball Lightning 
Banshee 

Barl’s Cage 

Blood Moon 


Bone Flute 
Book of Rass 
Brothers of Fire 
Cave People 
City of Shadows 
Cleansing 

Coal Golem 
Curse Artifact 
Dance of Many 


Dark Sphere 
Diabolic Machine 
Eater of the Dead 
Electric Eel 


Eternal Flame 
Exorcist 
Fasting 
Fellwar Stone 


Fire Drake 
Flood 
Fountain of Youth 


Gaea's Touch 
Ghost Ship 
Goblin Caves 
Goblin Wizard 
Grave Robbers 
Hidden Path 
Inferno 

Knights of Thorn 
Leviathan 


Blood of the Martyr 


Fire and Brimstone 


U2 
U2 
U 
U 
U2 
U 
U 
U2 
U2 
U2 
U2 
U2 
U 
U 
U2 
U2 
U 


Dark Heart of the Wood C3 


U2 
U2 
U2 
U2 


Elves of Deep Shadow U2 


U 

U 
U2 
U2 
U2 
U2 
U2 
U2 


Frankenstein's Monster U 


U 


$200 
450 
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2.00 


$145 
376 
8.00 
0.25 


$4.00 
2.00 
1,00 
12.00 
1.00 
2.00 
5.00 
1,00 
1.25 
1,00 
1.00 
1.00 
3.00 
3,00 
2.00 
1,65 
3.00 
0.25 
2.00 
1.00 
2.00 
1,00 
2.00 
3,00 
6.00 
1.25 
2.13 
1.50 
1.00 
1.00 
1.25 
5.00 
0.25 
0.25 
0.25 
5.00 
4.00 
4.00 
5.00 
4.00 
5,00 


$75 
250 
5.00 
0.10 
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? Season of the Witch 


+ Compl 
: Booster Display 
? Booster Pack 

: Typical Common 


Sisters of the Flame U2 


Skull of Orm U2 
: Sorrow's Path U 
: Spitting Slug U2 
: Standing Stones U2 
} Stone Calendar U 
: Tangle Kelp U2 
+ The Fallen U2 


: Tivadar’s Crusade U2 
+ Tormod’s Crypt U2 


+ Tower of Coireall U2 
: Tracker U 
: Uncle Istvan U2 
+ Wand of Ith U2 
: War Barge U2 
: Whippoorwill U2 
: Witch Hunter U 


: Worms of the Earth U 
: Wormwood Treefolk  U 


ta 
e Set 


} Aeolipile U 
: Balm of Restoration U 
: Bottomless Vault U 


: Breeding Pit U3 
$ Conch Horn U 
: Deep Spawn U3 
: Delif's Cone C 
+ Delif's Cube U 
: Derelor ul 
3 Draconian Cylix U 
¢ Dwarven Armorer U 

warven Catapult U3 
: Dwarven Hold U 
+ Dwarven Lieutenant U3 
¢ Dwarven Ruins U2 

bon Praetor ul 


bon Stronghold U2 


: Elven Lyre U 
: Elvish Farmer U 


arrel’s Mantle 


2.00 
1,00 


075 


Farrelite Priest 


: Feral Thallid U3 200 1.00 
Fungal Bloom U 400 200 100 1 
Goblin Flotilla U 300 150 050 1 
Goblin Grenade C3 050 64025 005 1 
Goblin Kites U3 1.50 4082 050 1 
Goblin Warrens U 400 300 200 1 
Hand of Justice U $00 4.00 200 1 
Havenwood BattlegroundU2 3.06 1.00 050 1 
Heroism U3 200 0.75 0.50 1 
Hollow Trees U 369 200 085 1 
Homarid Shaman U 200 100 050 1 
Homarid Spawning Bed U3 2.00 3S 1.00 050 1 
Hymn to Tourach C4 0.76 «60.25 «(010 1 
Icatian Lieutenant U 300 170 050 1 
Icatian Phalanx U3 1.50 082 050 1 
Icatian Priest U3 150 «60.82 «0.50 1 
Icatian Skirmishers U 300 200 0.50 1 
Icatian Store U 400 225 050 1 
Icatian Town U 400 228 1.00 1 
Implements of SacrificeU 210 1.00 050 1 
Orcish Captain U3 2.00 089 0.50 1 
Order of Leitbur C3) 1,00 «0.25 «(005 1 
Order of the Ebon Hand C3. «1.00 0.26 «= 0.051 
Orgg U 600 300 100 2 
Raiding Party U3 150 0.95 0.50 1 
Rainbow Vale U 320 200 050 1 
Ring of Renewal U 200 150 050 1 
River Merfolk U 300 200 1,00 1 
Ruins of Trokair U2 200 100 050 1 
Sand Silos U 400 238 1.00 1 
Seasinger U3. 200 100 050 1 
Soul Exchange U3 200 089 050 1 
Spirit Shield U 200 1.00 050 1 
Spore Flower U3 200 1.00 050 1 
Svyelunite Priest U3 1,50 082 0.50 
Svyelunite Temple U2 250 1.00 O50 1 
Thallid Devourer U3 2,00 1.00 0.50 
Thelon's Chant U3 150 «61.00 050 1 
Thelon’s Curse U 300 100 050 1 
Thelonite Druid U3 200 100 050 1 
Thelonite Monk U 300 125 050 1 
Thrull Champion Ul 4.0 3.00 1.00 
Thrull Retainer U3 200 100 050 1 
Thrull Wizard U3 1.60 075 0.50 1 
Tidal Influence U3 1.60 082 050 1 
Tourach’s Chant U3 200 095 050 1 
Tourach's Gate Ul 223 «150 0.5 
Vodalian Knights U 375 200 051 
Vodalian War Machine U = =3.00 1.35 O50 1 
Zelyon Sword U 200 150 050 1 
aaa (See | 
Complete Set $250 $200 $100 3 
Booster Display 95 90 80 4 
? Booster Pack 300 295 250 3 
: Starter Display ult) 90 70 4 
Starter Deck 155 8.99 800 3 
: Typical Common 026 010 010 0 
: Abyssal Specter U | $208 $1.00 $035 1 
Adarkar Sentinel Ul 108 1,00 025 1 
: Adarkar Wastes R608 5.00 300 4 
: Aegis of the Meek R400 300 1.00 1 
Aggression U 406 1.00 025 1 
> Altar of Bone R400 3.00 1,00 1 
Amulet of Quoz Ri #00 295 1,00 1 
Anarchy U 200 1.00 035 1 
: Arcum's Sleigh U R00; 1.00 025 1 
Arcum's Weathervane U |) 100 1.00 0.25 1 
: Arcum's Whistle U MnO «61.00 025 1 
Ashen Ghoul U!>200 100 050 1 
Avalanche UP ROO 1.00 0.25 1 
Balduvian Conjurer U) nO0 100 025 1 
Balduvian Hydra R600 4.00 200 1 
Baton of Morale U "TOO 1.00 025 1 
Battle Cry UNO «1.00 025 1 
: Binding Grasp Uwe 1.00 025 1 
Black Scarab U) 100 100 025 1 
Blinking Spirit R800 598 300 2 
Blizzard R400 300 1,00 1 
Blue Scarab U) NOG 1.00 0.25 1 
Brand of Ill Omen R} 400 3.00 1.00 1 
: Breath of Dreams U S200 1.00 0.25 1 
Brushland R 600 500 300 3 
: Call to Arms R\ 400 300 200 1 
Caribou Range R 400 300 200 1 
Celestial Sword R400 300 1,00 1 
: Centaur Archer U))N00 100 0.25 1 
: Chaos Lord R S00 300 1.99 1 
Chaos Moon R \ 400 300 1,00 1 
Chromatic Armor R 400 3.00 1.50 1 
: Cold Snap U))NO0; 1.00 025 1 
: Conquer U 200 1.00 025 1 
Counterspell C048 015 010 0 
Crown of the Ages R600 4.00 200 1 
: Curse of Marit Lage R 400 3.00 00 1 
: Dance of the Dead U 200 1.00 025 1 
: Deflection R | 175 8.00 00 3 
Demonic.Consultation U 7.00 1.00 035 1 
: Despotic Scepter R400 300 1.99 1 
Diabolic Vision U) 1a 1.00 025 1 
Dread Wight R 400 3.00 1.50 1 
: Dreams of the Dead U) 00 1.00 0.25 1 


Drift of the Dead 
: Drought 
+ Dwarven Armory 
Earthlink 


Elder Druid 


: Elemental Augury 


Elkin Bottle 
Enduring Renewal 
Energy Storm 
Essence Vortex 
Fanatical Fever 


: Fiery Justice 
: Fire Covenant 
+ Flame Spirit 


Flooded Woodlands 
Flow of Maggots 
Forbidden Lore 
Force Void 


: Forgotten Lore 

: Formation 

: Freyalise Supplicant 
: Freyalise’s Charm 
: Freyalise's Wind 


Fumarole 
Fyndhorn Bow 
Fyndhorn Elder 


: Fyndhorn Pollen 


Game of Chaos 


: General Jarkeld 

: Ghostly Flame 

: Giant Trap Door Spider 
: Glacial Chasm 

: Glacial Crevasses 


Glacial Wall 


: Glaciers 
: Goblin Lyre 
: Goblin Mutant 


Goblin Snowman 


? Gravebind 


Green Scarab 


: Hallowed Ground 

: Halls of Mist 

: Hecatomb 

> Hematite Talisman 

: Hipparion 

: Hot Springs 

: Hurricane 

: Hyalopterous Lemure 
: Hymn of Rebirth 


Ice Cauldron 


: Ice Floe 

> Iceberg 

: Ieequake 

: Icey Manipulator 

: Icy Prison 

> lllusionary Presence 
: lllusionary Terrain 


Illusions of Grandeur 


: Incinerate 
> Infernal Darkness 
: Infernal Denizen 


Infinite Hourglass 


: Jester’s Cap 

: Jester’s Mask 
: Jeweled Amulet 
= Johtull Wurm 

: Jokulhaups 

: Justice 

: Karplusan Forest 


Karplusan Giant 
Karplusan Yeti 


: Kjeldoran Elite Guard 
: Kjeldoran Frostbeast 
 Kjeldoran Knight 

: Kjeldoran Phalanx 

: Kjeldoran Royal Guard 
= Kjeldoran Skycaptain 


Knight of Stromgald 


: Krovikan Elementalist 
: Krovikan Vampire 

: Land Cap 

> Lapis Lazuli Talisman 
: Lava Tubes 

: Leshrac’s Rite 

= Leshrac’s Sigil 

: Lhurgoyf 

: Lightning Blow 

: Lim-Dal’s Hex 

: Lost Order of Jarkeld 
Lure 

: Maddening Wind 

: Magus of the Unseen 


Malachite Talisman 
Marton Stromgald 


: Melee 

: Melting 

: Mercenaries 

: Merieke Ri Berit 

: Mesmeric Trance 
: Meteor Shower 

> Mind Warp 

: Mind Whip 

: Minion of Leshrac 
: Minion of Tevesh Szat 
Mole Worms 
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High 


Med 


1.00 
1,00 


3.00 
3.00 


1.00 
1,00 
3,00 
1,00 
1.00 
3.00 


3.00 
3.00 


1.00 
3,00 


1.00 
1.00 


1.00 
1,00 
6.00 
3.00 


1.00 
3.00 
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Item 


Monsoon R 4.00 
Mountain Titan R 4.00 
Mudslide R400 
Musician R400 
Mystic Might R 4.00 
Nacre Talisman U 1.00 
Naked Singularity 4.00 
Nature's Lore U 100 
Necropotence R 800 
Oath of Lim-Dal 4.00 
Onyx Talisman 1.00 
Orcish Cannoneers 1.00 
Orcish Healer U 9 1.00 
Orcish Librarian R 4.00 
Orcish Squatters §.00 
Order of the Sacred Torch R — §,00 

rder of the White Shield 2,00 
ale Bears R 4.00 
entagram of the Ages R 9,00 
Phantasmal Mount U 7.00 
Pit Trap U 7.00 
olar Kraken 8,00 
0x 6.00 
Pygmy Allosaurus 4,00 
Pyroclasm 2.30 

eality Twist 4,00 
Reclamation 4.00 
Red Scarab 1,00 
Ritual of Subdual 4.00 
River Delta 4.00 


uned Arch 
Sacred Boon 


Sea Spirit 1,00 
Seraph 8.00 
Shield of the Ages 1.00 
Shyft 4.00 
Sibilant Spirit 6.00 
Silver Ere 1.00 


Skeleton Ship 


3 


Skull Catapult 1.00 
Sleight of Mind 2.00 
Snow Fortress 4.00 
Snow Hound 1.00 
Snowblind 4.00 
Soldevi Golem 4.00 
Soldevi Machinist 1.00 
Soldevi Simulacrum 1.00 
Soul Barrier 1.00 
Spectral Shield 4.00 
Spoils of Evil 4.00 
Spoils of War 450 
Staff of the Ages 4.00 
Stampede 5.00 
Stench of Evil 1.389 
Stone Spirit 1,00 
Storm Spirit R400 
Stormbind R 6.00 
Stromgald Cabal R500 
Stunted Growth 4.00 
Sulfurous Springs R 660 
Sunstone U 1.00 
Swords to Plowshares U 2.00 
Thermokarst 200 
Thoughtleech U © 100 
Thunder Wall U | 1.00 
Timberline Ridge R 4.00 
Time Bomb 5.00 
Total War R 4.00 
Touch of Vitae U 1,00 
Trailblazer R 400 
Underground River = R 6,00 
Updraft U 1,00 
Urza's Bauble U 1.00 
Veldt R400 
Venomous Breath U 1.00 
Vertigo U | 1.00 
Vexing Arcanix R 6.00 
Vibrating Sphere 4.00 
Walking Wall U ) 1.00 
Wall of Lava U 1.00 
Wall of Pine Needles 1.00 
Wall of Shields U 1.00 
War Chariot 1,00 
Whalebone Glider U 1,00 
White Scarab U | 1,00 
Whiteout U 1.00 
Wiltigo 5.00 
Wind Spirit U 1.00 
Wings of ‘Aesthir U 158 
Winter's Chill 4.00 
Withering Wisps U 1,00 
Word of Blasting U > 1,00 
Wrath of Marit Lage 4.00 
Yavimaya Gnats U 1,00 
Zur's Weirding R 5.00 
Zuran Orb U | 400 


Complete Set $75 
Booster Display 95 
Booster Pack 1.79 
Typical Common 0.25 
Abbey Gargoyles U3 $2.00 


High Med Low TR +/ 


1 
1 
1 
1 
1 
1 
1 
1 
4 
1 
1 
1 
1 
1 
1 
1 
1 
1 
1 
1 


-0.02 


' Ather Storm 


? Death Spark 


: Item 


4 1 

: An-Hawa Constable U 300 150 O50 1 
> An-Hawa Inn U3 150 075 040 1 
? An-Hawa Township U3 1.60 0.75 040 1 
: An-Zerrin Ruins U 400 200 050 1 
= Anaba Ancestor U 300 200 1.00 1 
= Anaba Spirit Crafter U 300 200 100 1 
: Apocalypse Chime U 300 200 050 1 
> Autumn Willow U 800 600 400 3 
+ Aysen Abbey U3 150 075 040 1 
? Aysen Crusader U 300 200 050 1 
3 Aysen Highway U 300 200 100 1 
: Baki’s Curse U 250 150 040 1 
+ Baron Sengir U B00 650 400 2 
? Beast Walkers U 300 150 050 1 
: Black Carriage U 300 200 050 1 
: Broken Visage U 300 200 050 1 
> Castle Sengir U3 200 075 040 1 
? Chain Stasis U 3001.60 050 1 
: Chandler C 050 013 005 1 
: Clockwork Gnomes C O50 015 005 1 
> Clockwork Steed C 050 014 005 1 
? Clockwork Swarm  C O50 012 005 1 
: Coral Reef C 050 012 005 1 
$ Daughter of Autumn U 400 200 050 1 
? Death Speakers U3 1.50 075 025 1 
: Didgeridoo U 600 200 100 1 
: Drudge Spell U3 1.50 «61.00 040 1 
: Dwarven Pony U 200 #113 050 1 
? Dwarven Sea Clan $00 1.60 050 1 
: Ebony Rhino C 050 014 005 1 
: Eron the Relentless U3 200 1.50 075 1 
: Evaporate U3 100 «2075 «035 1 
} Faerie Noble U 400 253 150 1 
: Feroz’s Ban $00 185 100 1 
> Forget $00 200 050 1 
: Funeral March C #050 013 005 1 
? Ghost Hounds 3 100 «1.00 025 1 
: Giant Oyster 3 150 «4088 «6040 1 
: Grandmother Sengir 400 200 050 1 
$ Hazdubr the Abbot U 300 200 O50 1 
: Heart Wolf 300 1.50 050 1 
+ Ihsan's Shade 3 300 200 100 2 
£  Irini Sengir 3 200 100 O50 1 
= Ironclaw Curse U 250 100 050 1 
: Jinx C 050 012 005 1 
: Joven C 050 013 005 1 
¢ Joven’s Ferrets C O50 015 005 1 
= Joven’s Tools 3-200 «2075 050 1 
: Koskun Falls $00 200 050 1 
: Koskun Keep 3 150 0.75 40 1 
: Leaping Lizard C 050 0.15 005 
Leeches U 250 150 05 
: Mammoth Hamess U 200 140 050 1 
: Marjhan 400 200 1,00 
: Merchant Scroll C O50 018 005 1 
: Mystic Decree U 500 300 100 1 
> Narwhal 300 200 0.50 
> Orcish Mine U3 150 080 04 
: Primal Order U 600 438 200 
: Rashka the Slayer U3 200 100 050 1 
: Renewal C #050 012 005 
> Retribution U3 1.00 088 0.40 1 
: Reveka, Wizard Savant U 3.00 200 1.00 1 
: Root Spider U3 1.00 «2075 040 1 
Roots U3 1.00 4080 040 1 
: Roterothopter C 050 023 005 
}  Rysorian Badger U 300 150 050 1 
: Sea Sprite U3 200 100 050 1 
: Sea Troll U3 1.00 «2075 040 1 
? Sengir Autocrat U 400 300 150 1 
: Serra Aviary U 500 255 100 1 
: Serra Bestiary C #050 013 005 1 
* Serra Inquisitors U3 1.00 75 30 1 
? Serra Paladin C 050 012 005 1 
2 Serrated Arrows C 200 063 010 1 
: Soraya the Falconer U 300 200 100 1 
: Spectral Bears U3 200 «100 050 1 
? Timmerian Fiends U 250 150 040 1 
? Truce U 300 1.79 050 1 
+ Veldrane of Sengir U 400 200 50 1 
+ Wall of Kelp U 200 140 050 1 
? Willow Priestess U 400 200 100 1 
: Winter Sky U 300 150 050 1 
: Wizards’ School U3 200 860.75 40 1 
: ALA ; 
: Complete Set $200 $165 $100 4 
? Booster Display 30 4145 #8695 3 
: Booster Pack 600 400 300 3 
: Typical Common 025 010 005 1 
? Arcane Denial C4 $200 $0.25 $0.10 1 
: Ashnod's Cylix R $00 375 200 1 
: Balduvian Dead U 700 100 025 1 
: Balduvian Horde R 2000 1225 800 3 
: Balduvian Trading Post R G00 5.00 300 1 
: Bounty of the Hunt U = O00 1.00 050 1 
: Browse U 200 1.00 050 1 
? Burnout U 100 1.00 050 1 
: Chaos Harlequin R 460 300 200 1 
> Contagion U 200 1.00 050 2 
: Deadly Insect C4. 100 «20.20 «010 1 

U 456 1.00 050 1 


> Gorilla Shaman C 
? Guerrilla Tactics C 
: Gustha’s Scepter 

: Hail Storm U 
: Heart of Yavimaya 
? Helm of Obedience 
: Inheritance U 
= Ivory Gargoyle 
+ Juniper Order Advocate U 
: Kaysa 

: Keeper of Tresserhorn 
: Kjeldoran Home Guard 
? Kjeldoran Outpost 

: Krovikan Horror 

: Krovikan Plague 

: Lake of the Dead 
Library of Lat-Nam 

: Lim-Dal's Paladin 

: Lim-Dal's Vault 

: Lodestone Bauble 

2 Lord of Tresserhorn 

: Misfortune 

+ Mishra’s Groundbreaker 
: Misinformation 

? Mystic Compass 

: Nature's Blessing 

: Nature's Chosen 


: Nature's Wrath 
: Omen of Fire 

: Phantasmal Sphere 

: Phelddagrif 

? Phyrexian Devourer 

3 Phyrexian Portal 

> Pillage 

: Primitive Justice 

> Pyrokinesis 

? Ritual of the Machine 
+ Rogue Skycaptain 

: Royal Decree 

$ Scarab of the Unseen 


? Seasoned Tactician 
: Sheltered Valley 

: Shield Sphere 

: Sol Grail 

? Soldevi Digger 

} Soldevi Excavations 
: Soldier of Fortune 
: Spiny Starfish 

? Splintering Wind 
? Storm Cauldron 

: Storm Elemental 
: Stromgald Spy 

? Suffocation 

: Surge of Strength 
: Sustaining Spirit 
: Sworn Defender 
: Thawing Glaciers 


Item 


: Diminishing Retums R 
: Diseased Vermin U 
= Dystopia R 
> Elvish Bard U 
: Elvish Spirit Guide U 
: Energy Arc U 
> Exile R 
} False Demise C4 
: Fatal Lore 
= Feast or Famine C4 
= Floodwater Dam 
? Force of Will U 
: Gargantuan Gorilla R 

4 

6 
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4.50 
1.00 
4.00 
1.00 
1.00 
1.00 
5.00 
0.10 
3.50 
0.15 
3.20 
3,00 
4.00 


10.00 


Med Low TR 


2 
1 
2 
1 
1 
1 
1 
1 
1 
1 
1 
2 
1 
1 
1 
1 
1 
2 
2 
1 
2 
1 
1 
1 
1 
J 
1 
1 
4 
1 
1 
1 
2 
1 
1 
1 
1 
1 
1 
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Item 


? Thought Lash R 
: Tidal Control R 
: Tornado R 
2 Unlikely Alliance U 
: Urza's Engine U 
: Varchild’s War-Riders R 
> Viscerid Drone U 
: Wandering Mage R 
: Whirling Catapult R6 
: Winter's Night R 
: Yavimaya Ants U 


: Complete Set 
: Booster Display 
: Booster Pack 
: Starter Display 
: Starter Deck 

: Typical Common 


+ Abyssal Hunter R 
> Acidic Dagger R 
: Afiya Grove R 
: Afterlife U 
> Aleatory U 
Amber Prison R 
: Amulet of Unmaking = R 
-0.50 = Ancestral Memories 
: Ashen Powder R 
3 Asmira, Holy Avenger R 
: Auspicious Ancestor R 
> Bad River U 
: Barbed Foliage 
: Barbed-Back Wurm =U 
: Barreling Attack 
: Basalt Golem U 
? Bazaar of Wonders 
: Benthic Djinn R 
$ Blighted Shaman 


3.00 
3.00 
3.00 
1.00 
1.00 
4.00 
1.00 
3.00 
2.25 
3.00 
1.00 


2,00 
2.00 
2.00 
0.50 
0.50 
2.50 


Med’ Low TR 
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ARIZONA COLLECTOR’S PARADISE 


Our customers feel pretty positive about Prereleases. Every one of the regulars usually attends—that 
is 50 or so people. 


We usually open maybe six boxes or so and immediately start trading for the hot cards. 


| don’t think there are any cards in the Urza block that are obviously weaker than people expected. 
The bannings hurt cards like Tolarian Academy, though. 


Scars of the Veteran 
School of the Unseen 


wawmeccemwmocrmwmoocwmocccecrmwmwmoOCcCAwDAWDAD 


150 
150 
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: Blind Fury 
= Blinding Light 

> Bone Mask 

: Brushwagg 

: Burning Palm Efreet 
: Cadaverous Bloom 
: Canopy Dragon 

: Carrion 

= Catacomb Dragon 
? Celestial Dawn 

: Cerulean Wyvern 
: Chaosphere 

> Charcoal Diamond 
? Chariot of the Sun 
: Choking Sands 

> Cinder Cloud 

? Circle of Despair 

: Consuming Ferocity 
: Coral Fighters 

: Crash of Rhinos 

? Crimson Hellkite 

: Crimson Roc 

: Crypt Cobra 

: Crystal Golem 

? Crystal Vein 

: Cursed Totem 

: Cycle of Life 

: Daring Apprentice 
? Decomposition 

: Delirium 

: Discordant Spirit 
? Dissipate 


Sxmecazmamoceern ocean cocexseza zara AeCw ADCS 


3,00 
3.00 


0.10 
7.00 
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Divine Retribution 
Dread Specter 
Owarven Miner 
Early Harvest 
Elixir of Vitality 
Emberwilde Caliph 
Emberwilde Djinn 
Energy Bolt 
Energy Vortex 
Enlightened Tutor 
Ersatz Gnomes 
Ether Well 
Ethereal Champion 
Fallow Earth 
Favorable Destiny 
Femeref Archers 
Final Fortune 

Fire Diamond 
Flame Elemental 
Flash 

Flood Plain 
Floodgate 

Foratog 

Forbidden Crypt 
Forsaken Wastes 
Frenetic Efreet 
Goblin Scouts 
Goblin Soothsayer 
Grasslands 

Grim Feast 
Grinning Totem 
Hakim, Loreweaver 
Hall of Gemstone 
Hammer of Bogardan 
Harbinger of Night 
Harbor Guardian 
Harmattan Efreet 
Haunting Apparition 
Hazerider Drake 
Hivis of the Scale 
Horrible Hordes 
Igneous Golem 
Illicit Auction 
Illumination 
Incinerate 

Infernal Contract 
Iron Tusk Elephant 
Jabari's Influence 
Jolrael’s Centaur 
Jungle Patrol 
Jungle Troll 
Kaervek’s Hex 
Kaervek's Purge 
Kaervek's Torch 
Karoo Meerkat 
Kukemssa Pirates 
Lead Golem 
Leering Gargoyle 
Lion's Eye Diamond 
Locust Swarm 
Lure of Prey 
Malignant Growth 
Mana Prism 
Mangara’s Blessing 
Mangara’s Equity 
Mangara’s Tome 
Marble Diamond 
Maro 

Meddle 

Melesse Spirit 
Mind Bend 

Mind Harness 
Mindbender Spores 
Mire Shade 
Misers’ Cage 

Mist Dragon 

Moss Diamond 
Mountain Valley 
Mtenda Griffin 
Mystical Tutor 
Natural Balance 
Nettletooth Djinn 
Nocturnal Raid 
Null Chamber 
Painful Memories 
Patagia Golem 
Paupers’ Cage 
Pearl Dragon 
Phyréxian Dreadnought 
Phyrexian Purge 
Phyrexian Tribute 
Phyrexian Vault 
Political Trickery 
Polymorph 
Preferred Selection 
Prismatic Boon 
Prismatic Lace 
Psychic Transfer 
Purgatory 

Purraj of Urborg 
Quirion Elves 
Radiant Essence 
Rashida Scalebane 
Ravenous Vampire 
Razor Pendulum 


= Argivian Find 

: Argivian Restoration 

= Aura of Silence 

? Avizoa 

: Barishi 

: Bone Dancer 

+ Bisium Strip 

} Bubble Matrix 

: Buried Alive 

= Call of the Wild 

: Chimeric Sphere 

: Cinder Giant 

: Circling Vultures 

= Cloud Djinn 

: Cone of Flame 

: Debt of Loyalty 

: Dense Foliage 

: Desperate Gambit 

2 Dingus Staff 

: Doomsday 

: Downdraft 

$ Dwarven Thaumaturgist 

£  Empyrial Armor 

+ Ertai's Familiar 

: Fallow Wurm 

} Familiar Ground 

: Fervor 

: Festering Evil 

+ Fire Whip 

? Firestorm 

: Foriysian Brigade 

: Fungus Elemental 

> Gaea’s Blessing 

} Gallowbraid 

: Gemstone Mine 

: Gerrard's Wisdom 

+ Goblin Bomb 

? Goblin Grenadiers 

: Heart of Bogardan 

+ Heat Stroke 

? Hidden Horror 

: Hurloon Shaman 

> Infernal Tribute 

+ Inner Sanctum 

? Jabari’s Banner 

: Lava Hounds 

: Liege of the Hollows 

: Llanowar Behemoth 

? Lotus Vale 

+ Mana Web 

: Maraxus of Keld 

+ Master of Arms 

? Mind Stone 

+ Mischievous Poltergeist 

: Mistmoon Griffin 

} Morinfen 

: Mwonvuli Ooze 

: Nature's Resurgence 

: Necratog 

? Noble Benefactor 

= Null Rod 

: Odylic Wraith 

> Orcish Settlers 

? Paradigm Shift 

: Peacekeeper 

: Pendrell Mists 

? Phantom Warrior 

: Phyrexian Furnace 

+ Psychic Vortex 

+ Relearn 

+ Revered Unicorn 

} Roc Hatchling 

+ Scorched Ruins 

: Serenity 

? Serra's Blessing 

: Serrated Biskelion 

; Southern Paladin 

+ Steel Golem 

? Strands of Night 

+ Straw Golem 

; Sylvan Hierophant 

> Tariff 

? Teferi’s Veil 

+ Thran Forge 

: Thran Tome 

¢ Thunderbolt 

: Thundermare 

: Timid Drake 
0.25 : Tolarian Entrancer 

+ Tolarian Serpent 


: $ Touchstone 

i WEATHERLIGHT Tranquil Grove 

= Complete Set $90 3 ¢ Urborg Justice 

} Booster Display i } Urborg Stalker 

: Booster Pack 3 A : Veteran Explorer 

: Typical Common | . : Vodalian Illusionist 


5.00 

00 

$ Volunteer Reserves in 
6.00 


Eye of Singularity 

: Femeref Enchantress 
> Fireblast 

Firestorm Hellkite 

: Flooded Shoreline 

: Forbidden Ritual 

= Foreshadow 

} Freewind Falcon 

: Goblin Recruiter 

+ Griffin Canyon 

? Guiding Spirit 

: Heat Wave 

: Helm of Awakening 

= Honorable Passage 

? Hulking Cyclops 

: Impulse 

= Iron-Heart Chimera 

= Juju Bubble 

+ Jungle Basin 

: Kaervek's Spite 

: Karoo 

= Katabatic Winds 

= Keeper of Kookus 

= Kookus 

: Kyscu Drake 

: Lead-Belly Chimera 

: Lichenthrope 

= Lightning Cloud 

= Longbow Archer 

: Magma Mine 

+ Man-o'-War 

: Matopi Golem 

> Miraculous Recovery 

= Mob Mentality 

: Mundungu 

= Natural Order 

+ Necromancy 

= Necrosavant 

: Nekrataal 

: Ogre Enforcer 

= Ovinomancer 

: Peace Talks 

: Phyrexian Marauder 

= Pillar Tombs of Aku 

} Prosperity 

: Pygmy Hippo 

+ Quicksand 

= Quirion Druid 

} Quirion Ranger 

: Rainbow Efreet 

: Relentless Assault 

¢ Relic Ward 

> Retribution of the Meek 
: Righteous War 

= River Boa 

¢ Rowen 

: Sands of Time 

: Scalebane's Elite 

: Shimmering Efreet 

$ Simon 

+ Snake Basket 

+ Spitting Drake 

¢ Squandered Resources R 
; Stampeding Wildebeests U 0.50 
: Suleiman’s Legacy 4 2.00 
= Summer Bloom i 0.30 
+ Sug/Ata Assassin 93 0.30 
= Suq/Ata Lancer 20 0.10 
: Talruum Piper 5 0.25 
: Teferi’s Honor Guard I 0.25 
£ Teferi’s Puzzle Box .00 2.00 


: £ Teferi’s Realm i 1.99 
: VISIONS = Tempest Drake F 0.30 
+ Complete Set + Three Wishes i 1.50 
} Booster Display } Time and Tide I 

: Booster Pack + Tin-Wing Chimera A 0.30 
+ Typical Common : Tithe 2.00 
H + Triangle of War 

} Uktabi Orangutan 

: Undiscovered Paradise 
: Vampiric Tutor 

+ Vampirism 

} Viashino Sandstalker 
: Viashivan Dragon 

+ Vision Charm 

¢ Wand of Denial 

: Waterspout Djinn 

+ Wind Shear 

+ Zhalfirin Crusader 


} Reckless Embermage 
: Reflect Damage 

= Reign of Chaos 

? Reign of Terror 

: Reparations 

: Rock Basilisk 

¢ Rocky Tar Pit 

: Roots of Life 

: Sacred Mesa 

: Sand Golem 

3 Savage Twister 

: Sawback Manticore 
: Sealed Fate 

= Seeds of Innocence 
? Shadowbane 

: Shallow Grave 

: Shauku’s Minion 

: Shauku, Endbringer 
? Shimmer 

: Sidar Jabari 

: Sirocco 

2 Sky Diamond 

: Soul Echo 

: Soul Rend 

: Spatial Binding 

: Spectral Guardian 
} Spirit of the Night 
Stupor 

: Subterranean Spirit 
? Sunweb 

: Superior Numbers 
+ Suq/Ata Firewalker 
: Tainted Specter 

} Taniwha 

+ Teeka’s Dragon 


R 
R 
U 
U 
R 
R 
U 
U 
R 
U 2.00 
U 
R 
U 
R 
U 
R 
U 
R 
R 
R 
U 
U 
R 
U 
U 
R 
R 
U 
R 
R 
U 
U 
R 
R 
R 
: Teferi’s Imp R 
R 
R 
U 
R 
U 
R 
R 
U 
R 
U 
R 
U 
U 
U 
U 
R 
U 
U 
R 
U 
R 
R 
U 
R 
U 
U 
U 
U 
R 
U 
U 
R 
U 
R 


1.99 
0.25 
0.30 
0.30 
0.30 
0.10 
0.30 
0.30 
0.30 
1.50 
0.30 
1.99 
0.10 
2.00 
0.25 
0.30 
1.50 
2.00 
0.30 
0.30 
0.10 
0.25 
0.30 
0.25 
0.30 
2.00 
0.30 
2.00 
0.50 
1.99 
0.30 
0.30 
1.50 
2.00 
0.50 
2.00 
0.50 
1.99 
0.10 
2.00 
3,00 
0.30 
2.00 
1,99 
0.10 
2.00 
2.00 
0.30 
0.30 
0.30 
3.00 
0.25 
3.00 
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$ Teferi’s Isle 

} Telim'Tor 

+ Telim'Tor’s Darts 

: Telim’Tor’s Edict 

$ Tidal Wave 

: Tombstone Stairwell 
+ Torrent of Lava 

$ Tropical Storm 

} Uktabi Wildcats 

+ Unerring Sling 

: Unfulfilled Desires 
+ Unseen Walker 

} Unyaro Bee Sting 
+ Unyaro Griffin 

: Vaporous Djinn 

} Ventifact Bottle 

: Vigilant Martyr 

: Vitalizing Cascade 
$ Volcanic Dragon 

? Volcanic Geyser 

: Waiting in the Weeds 
+ Warping Wurm 

: Wave Elemental 

? Wellspring 

: Wildfire Emissary 
3 Windreaper Falcon 
+ Withering Boon 

? Worldly Tutor 

: Yare 

¢ Zebra Unicorn 

: Zhalfirin Commander 
} Zirilan of the Claw 
: Zombie Mob 

: Zuberi, Golden Feather 
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$ Aku Djinn 

2 Anvil of Bogardan 

: Archangel 

} Army Ants 

: Blanket of Night 

+ Bogardan Phoenix 

: Brass-Talon Chimera 
} Breathstealer's Crypt 
+ Brood of Cockroaches 
+ Chronatog 

: City of Solitude 

} Coercion 

? Coral Atoll 

$ Corrosion 

+ Creeping Mold 

+ Crypt Rats 

+ Daraja Griffin 

+ Desertion 

} Desolation 

: Diamond Kaleidoscope 
+ Dormant Volcano 
} Dragon Mask 

: Dream Tides 

: Elephant Grass 
+ Elkin Lair 

+ Equipoise 

¢ Everglades 


0.50 
4.00 
4.50 
0.30 
0.50 
4,00 
0.10 
2.00 
0.50 
0.30 
2.00 
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} Wave of Terror 

+ Well of Knowledge 
+ Winding Canyons 
+ Xanthic Statue 


i TEMPEST 


+ Complete Set $280 $250 $135 3 


} Abduction 

: Abeyance 

+ Aborath 

$ Ather Flash 

+ Agonizing Memories 
: Alabaster Dragon 

: Ancestral Knowledge 
$ Arctic Wolves 
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Item 


Booster Pack 
Booster Display 
Starter Deck 
Starter Display 
Typical Common 


Abandon Hope 
Aftershock 

Altar of Dementia 
Aluren 

Ancient Runes 
Ancient Tomb 
Angelic Protector 
Apes of Rath 
Apocalypse 

Armor Sliver 
Auratog 

Avenging Angel 
Barbed Sliver 
Bellowing Fiend 
Benthic Behemoth 
Boil 

Booby Trap 

Bottle Gnomes 
Bounty Hunter 
Caldera Lake 
Canyon Drake 
Canyon Wildcat 
Capsize 
Carrionette 
Chaotic Goo 
Charging Rhino 
Chill 

Choke 

Cinder Marsh 
Clergy en-Vec 
Clot Sliver 
Coercion 

Coffin Queen 
Coiled Tinviper 
Cold Storage 
Commander Greven iWVec 
Corpse Dance 
Counterspell 
Crazed Armodon 
Crown of Flames 
Cursed Scroll 
Dark Banishing 
Dark Ritual 

Dauthi Embrace 
Dauthi Ghoul 
Dauthi Horror 
Dauthi Mercenary 
Dauthi Mindripper 
Dauthi Slayer 
Deadshot 

Death Pits of Rath 
Diabolic Edict 
Dirtcow! Wurm 
Disenchant 
Dismiss 
Dracoplasm 

Dread of Night 
Dregs of Sorrow 
Duplicity 
Earthcraft 

Echo Chamber 
Eladamri's Vineyard 
Eladamni, Lord of Leaves 
Elven Warhounds 
Elvish Fury 
Emerald Medallion 
Emmessi Tome 
Endless Scream 
Energizer 
Enfeeblement 
Enraging Licid 
Ertai’s Meddling 
Escaped Shapeshifter 
Essence Bottle 
Evincar’s Justice 
Excavator 
Extinction 

Fevered Convulsions 
Field of Souls 
Fighting Drake 
Firefly 

Fireslinger 

Flailing Drake 
Flickering Ward 
Flowstone Salamander 
Flowstone Sculpture 
Flowstone Wyvern 
Fool's Tome 
Fugitive Druid 
Furnace of Rath 
Fylamarid 
Gallantry 
Gerrard's Battle Cry 
Ghost Town 
Goblin Bombardment 
Gravedigger 
Grindstone 

Hand to Hand 
Hanna's Custody 
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Item 


} Harrow 

: Havoc 

$ Heart Sliver 

} Heartwood Giant 
: Heartwood Treefolk 
: Helm of Possession 
$ Hero's Resolve 

} Horned Sliver 
Humility 

+ Imps’ Taunt 

£ Insight 

2 Interdict 

+ Intuition 

+ Invulnerability 

: Jackal Pup 

: Jet Medallion 

: Jinxed Idol 

3 Kezzerdrix 
Kindle 

: Knight of Dawn 

: Knight of Dusk 

£ Krakilin 

: Leeching Licid 

: Legacy’s Allure 

+ Legerdemain 
Light of Day 

: Lightning Blast 

+ Lightning Elemental 
> Living Death 

? Lobotomy 

: Lotus Petal 

$ Maddening Imp 

+ Magmasaur 

$ Magnetic Web 

: Mana Severance 
: Manta Riders 

: Marble Titan 

3 Marsh Lurker 

: Master Decoy 

: Mawcor 

} Maze of Shadows 
: Meditate 

: Metallic Sliver 

$ Mindwhip Sliver 
} Minion of the Wastes 
: Mirri’s Guile 

: Mnemonic Sliver 
+ Mogg Cannon 

? Mogg Fanatic 

+ Mogg Hollows 

+ Mogg Squad 
Mongrel Pack 

? Muscle Sliver 

: Nature's Revolt 

: Needle Storm 

? No Quarter 

: Nurturing Licid 

+ Opportunist 

= Oracle en-Vec 

£ Orim's Prayer 

: Orim, Samite Healer 
: Overrun 

> Pallimud 

} Patchwork Gnomes 
: Pearl Medallion 

: Pegasus Refuge 

: Perish 

} Phyrexian Grimoire 
= Phyrexian Hulk 

: Phyrexian Splicer 
: Pincher Beetles 

: Pine Barrens 

: Power Sink 

= Precognition 

} Propaganda 

: Puppet Strings 

+ Quickening Licid 
+ Rain of Tears 

} Ranger en-Vec 

+ Rathi Dragon 

= Reanimate 

: Reap 

: Reckless Spite 

: Recycle 

= Reflecting Pool 

$ Renegade Warlord 
: Repentance 

: Rolling Thunder 

= Root Maze 

? Rootbreaker Wurm 
+ Rootwater Depths 
: Rootwater Diver 
$ Rootwater Matriarch 
} Rootwater Shaman 
: Ruby Medallion 

: Sacred Guide 

i Sadistic Glee 

: Safeguard 

: Salt Flats 
Sapphire Medallion 
? Sarcomancy 

: Scabland 

: Scalding Tongs 

: Scorched Earth 

: Scragnoth 


} Screeching Harpy 
: Scroll Rack 

} Searing Touch 

} Segmented Wurm 
? Selenia, Dark Angel 
: Serene Offering 

} Shadowstorm 

: Shocker 

+ Sky Spirit 

+ Skyshroud Condor 
? Skyshroud Elf 

: Skyshroud Forest 
+ Skyshroud Vampire 
? Soltari Crusader 

} Soltari Emissary 

: Soltari Guerrillas 
: Soltari Monk 

} Soltari Priest 

} Souldrinker 

3 Spirit Mirror 

: Spontaneous Combustion 
+ Stalking Stones 

} Starke of Rath 

: Static Orb 

: Staunch Defenders 
? Steal Enchantment 
3 Stinging Licid 

: Storm Front 

+ Sudden Impact 

} Tahngarth’s Rage 
? Talon Sliver 

+ Telethopter 

: Thalakos Dreamsower 
? Thalakos Lowlands 
: Thumbscrews 

: Time Warp 

} Tooth and Claw 

: Torture Chamber 
: Tradewind Rider 

3 Trumpeting Armodon 
? Unstable Shapeshifter 
? Vec Townships 

: Verdant Force 

3 Verdigris 

} Vhati Dal 

3? Warmth 

: Wasteland 

3 Watchdog 

} Whim of Volrath 

: Whispers of the Muse 
: Wild Wurm 

} Wind Dancer 

} Winds of Rath 

: Winged Sliver 

: Winter's Grasp 

? Wood Sage 

: Worthy Cause 


: Acidic Sliver 

3 Amok 

2 Awakening 

3 Bottomless Pit 

} Brush with Death 
? Bullwhip 

3 Burgeoning 

? Calming Licid 

3 Cardassid 

? Constant Mists 
: Contemplation 

: Contempt 

: Convulsing Licid 
} Corrupting Licid 
3 Crovax the Cursed 
: Crystalline Sliver 
? Dauthi Trapper 
: Dream Halls 

: Elven Rite 

? Endangered Armodon 
? Ensnaring Bridge 
: Evacuation 

: Fanning the Flames 
? Flame Wave 

? Fling 

3 Flowstone Hellion 
: Flowstone Mauler 
: Gliding Licid 

? Grave Pact 

: Heartstone 

: Heat of Battle 

? Hermit Druid 

: Hesitation 

: Hibernation Sliver 
: Hidden Retreat 

? Horn of Greed 

: Hornet Cannon 

: Intruder Alarm 

: Invasion Plans 

$ Jinxed Ring 
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0.75 
6.00 
1.00 
1.00 
5.00 
079 
0.79 
5,00 
1.00 
0.88 
0,25 
5.00 
1.00 
0.95 
4.00 
4.00 
1.25 
1.50 
0.75 
4,37 
1.00 
1.00 
3.45 
4.75 
1.00 
1.00 
0.88 
0.88 
1.00 
0.75 
0.25 
0.75 
0.75 
1.00 
4.00 
14.75 
3,00 
3.00 
10.00 
0.80 
4,00 
1.00 
6.25 
0.90 
4.00 
1.00 
2.00 
1,00 
4.00 
1.00 
0.88 
0.90 
5.00 
0.25 
1.00 
3.00 
1.00 


$185 $150 
00 90 
300 2.99 
025 0.10 


0.40 
3.00 
0.40 
0.50 
3.00 
0.40 
0.50 
3.00 
0.50 
0.35 
0,05 
3.00 
0.50 
0.50 
1.50 
2.00 
0.50 
0.50 
0.35 
2.50 
0.50 
0.50 
1,00 
2.50 
0.50 
0.40 
0.35 
0.50 
0.50 
0.35 
0.05 
0.30 
0.35 
0.50 
2.00 


1.00 
2.00 
5.00 
0.50 
2.00 
0.50 
4,00 
0.50 
2.00 
0.50 
0.75 
0.40 
2.00 
0.50 
0.50 
0.35 
3.50 
0.05 
0.50 
1.99 
0.50 


$95 

15 
2.55 
0.10 


$0.50 
1,00 
2.50 
0.50 
0.10 
0.50 
1.00 
0.35 
1.00 
0.49 
0.50 
0.10 
0.35 
0.35 
2.00 
1.00 
0.35 
2.00 
0.49 
0.10 
4.00 
2.00 
0.50 
0.50 
0.10 
0.49 
1.00 
0.35 
2.00 
0.50 
0.49 
2.00 
0.50 
0.50 
2,00 
3.00 
0.49 
2.00 
1,00 
1.00 
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1 
1 
2 
1 
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1 
1 
1 
0 
3 
1 
1 
2 
2 
1 
2 
1 
2 
1 
1 
1 
2 
r 
1 
1 
1 
1 
1 
0 
1 
1 
1 
1 
4 
1 
2 
5 
1 
1 
1 
4 
1 
1 
1 
3 
1 
1 
1 
1 
1 
2 
0 
1 
1 
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i STRONGHOLD _& 
? Complete Set 3 
: Booster Display 
: Booster Pack 

? Typical Common 


? Manabond 


: Item High Med | 
Lab Rats C 013 010 0 
: Lancers en-Kor U 075 049 1 
: Lowland Basilisk C 013 010 0 
} Mana Leak C 0.25 010 0 
: Mask of the Mimic =: U 088 035 1 
$ Megrim U 150 050 1 
+ Mind Games C 0.10 010 0 
i Mind Peel U 090 050 1 
: Mindwarper R 300 1.00 2 
Mob Justice C 07 010 0 
Mogg Bombers Cc 015 0.10 0 
? Mogg Flunkies [i 0.15 010 0 
: Mogg Infestation R 4.00 200 1 
Mogg Maniac U 100 050 1 
? Mortuary R 3.49 1.00 1 
 Mox Diamond R 1850 1200 5 050 
3 Mulch Cc 010 0.10 0 
> Portcullis R 4.00 200 3 
? Primal Rage U 1.00 050 1 
: Pursuit of Knowledge R 680 300 2 
3 Ransack U 075 049 1 
: Rebound U 1.00 049 1 
Reins of Power R 400 300 1 
: Revenant R 413 200 2 
: Rolling Stones R 400 200 1 
} Ruination R 425 200 1 
: Sacred Ground R 4.00 2.00 2 
: Scapegoat U 065 025 1 
3 Shaman en-Kor R 4.00 1,00 1 
: Shard Phoenix R 6.00 4.00 4 
: Shifting Wall U 1.00 050 1 
3 Shock C 037 0.10 0 
3 Silver Wyvern R §.00 3.00 3 
2 Skeleton Scavengers R 3.00 1,00 1 
: Sliver Queen R 10.00 6.00 4 
3 Soltari Champion R 4.00 250 2 
: Spike Breeder R 3.00 1.00 1 
} Spike Colony C 015 0.10 0 
> Spike Feeder U 1.50 0,35 2 
: Spike Soldier U 1.00 0.35 1 
? Spindrift Drake C 012 010 0 
: Spined Sliver U 1.00 050 1 
> Spitting Hydra R 350 1.00 2 
: Stronghold Assassian R 4.60 200 3 
} Stronghold Taskmaster U 075 049 1 
: Sword of the Chosen R 3.00 1,00 0 
: Temper U 100 050 1 
= Tempting Licid U 0.75 035 1 | 
: Thalakos Deceiver —R 3.00 200 2 
: Verdant Touch R 4.00 1.00 1 
: Victual Sliver U 1.00 0.50 1 
> Volrath's Gardens R 3.00 1,00 1 
} Volrath’s Laboratory 4.00 200 1 
: Volrath’s Shapeshifter R 4.00 200 1 
: Volrath’s Stronghold = R 6.00 400 3 
> Walking Dream U 075 049 1 
} Wall of Blossoms U 188 075 3 013 
: Wall of Essence U 100 050 1 
Wall of Razors U 088 0.50 1 
Wall of Souls U 1.00 050 1 
: Wall of Tears U 1.00 050 1 
: Warrior Angel R 5.00 300 2 
: Warrior en-Kor U 100 050 1 
Youthful Knight Cc 015 010 0 
3 EXODUS 
= Complete Set $175 $140 «$85 4 
: Booster Display Ww 890 «675 4 
: Booster Pack $00 299 255 3 
: Typical Common 0.10 0.05 0 
= Carnophage C $0.25 $0.05 0 
> Cartographer U 1.00 035 1 
: Cataclysm R 800 610 5 
: City of Traitors R 400 299 2 
: Coat of Arms R 600 400 3 
> Convalescence R 375 200 1 
} Crashing Boars U 1.00 050 1 
: Curiosity U 1.00 050 1 
: Dauthi Cutthroat U 1.00 050 1 
> Dauthi Warlord U 1.00 050 1 
$ Dominating Licid R 500 300 4 
: Elven Palisade U 085 035 1 
> Entropic Specter R 3.00 1.99 1 
: Ephemeron R 4.00 200 2 
= Equilibrium R 513 3.00 2 
: Erratic Portal R §.00 200 2 
: Ertai, Wizard Adept = R 800 500 3 
? Exalted Dragon R 5.00 250 2 
3 Fighting Chance R 300 100 1 
+ Flowstone Flood U 1.00 050 1 
: Forbid U 1.00 050 2 
Fugue U 1.00 050 1 
: Hatred R 700 «4.00 4 
? High Ground U 1.00 050 1 
: Keeper of the Beasts U 1.00 0.35 1 
? Keeper of the Dead =U 1,00 035 1 
: Keeper of the Flame U 1.00 050 1 
: Keeper of the Light U 1.00 0,50 1 
: Keeper of the Mind =U 1.00 035 1 
Killer Whale U 1.00 050 1 
: Limited Resources R 5.00 250 1 
: Mana Breach U 1.00 050 1 
R 313° 2.00 1 


941-927-8398 fax 941-927-9495 
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Item 


Medicine Bag 
Memory Crystal 
Mind Maggots 

Mind Over Matter 
Mindless Automaton 
Mirozel 

Mirri, Cat Warrior 
Mogg Assassin 
Monstrous Hound 
Necrologia 

Null Brooch 

Oath of Druids 

Oath of Ghouls 

Oath of Lieges 

Oath of Mages 

Oath of Scholars 
Ogre Shaman 
Paladin en-Vec 
Pandemonium 
Paroxysm 

Peace of Mind 
Pegasus Stampede 
Penance 

Pit Spawn 
Plaguebearer 

Price of Progress 
Ravenous Baboons 
Reconnaissance 
Recurring Nightmare 
Resuscitate 
Sabertooth Wyvern 
Scalding Salamander 
Scrivener 

Seismic Assault 
Skyshaper 
Skyshroud Elite 
Skyshroud War Beast 
Slaughter 

Soltari Visionary 
Song of Serenity 
Sonic Burst 

Soul Warden 
Spellbook 
Spellshock 

Sphere of Resistance 
Spike Cannibal 
Spike Hatcher 

Spike Rogue 

Spike Weaver 
Survival of the Fittest 
Thalakos Drifters 
Thopter Squadron 
Transmogrifying Licid 
Treasure Hunter 
Treasure Trove 
Volrath's Dungeon 
Wall of Nets 
Workhorse 

Zealots en-Dal 


Complete Set 
Booster Display 
Booster Pack 
Starter Display 
Starter Deck 
Typical Common 


Absolute Grace 
Absolute Law 
Abundance 

Abyssal Horror 
Academy Researchers 
Acidic Soil 

Albino Troll 
Anaconda 

Angelic Chorus 
Antagonism 

Arc Lightning 
Arcane Laboratory 
Argothian Elder 
Argothian Enchantress 
Argothian Wurm 
Attunement 

Back to Basics 
Barrin’s Codex 
Barrin, Master Wizard 
Bedlam 
Bereavement 
Blanchwood Armor 
Blasted Landscape 
Brand 

Bull Hippo 

Bulwark 

Carpet of Flowers 
Catastrophe 
Cathodion 

Child of Gaea 
Chimeric Staff 
Citanul Centaurs 
Citanul Flute 
Citanul Hierophants 
Claws of Gix 

Clear 
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3.00 
0.93 


90 
2.99 
100 
9.99 
0.15 


80 
2.59 
85 
8.95 
0.05 


$0.50 
0.50 
3.00 
2.00 
0.50 
0.50 
0.50 
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0.13 


0.50 
0.25 


0.01 


0.13 
0.12 
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2 Confiscate 

+ Contamination 

: Copper Gnomes 

2 Cradle Guard 

: Crater Hellion 

: Crazed Skirge 

3 Crosswinds 

: Crystal Chimes 

: Dark Hatchling 

: Darkest Hour 

? Defensive Formation 

3 Destructive Urge 

> Diabolic Servitude 

: Discordant Dirge 

? Disorder 

: Douse 

: Dragon Blood 

> Drifting Djinn 

? Duress 

: Eastern Paladin 

> Electryte 

= Elite Archers 

= Enchantment Alteration 

: Endless Wurm 

= Endoskeleton 

¢ Energy Field 

: Exhaustion 

: Exploration 

: Faith Healer 

} Fault Line 

? Fecundity 

3 Fire Ants 

} Flesh Reaver 

$ Fluctuator 

: Fog Bank 

: Gaea’s Cradle 

Gaea’s Embrace 

: Gamble 

? Gilded Drake 

: Glorious Anthem 

? Goblin Cadets 

: Goblin Lackey 

+ Goblin Offensive 

3 Grafted Skullcap 

2 Great Whale 

: Greater Good 

: Greener Pastures 

: Guma 

? Hawkeater Moth 

: Herald of Serra 

: Hermetic Study 

: Hibernation 

} Hidden Ancients 

: Hidden Guerrillas 

: Hidden Herd 

} Hidden Predators 

} Hidden Stag 

+ Hopping Automaton 

Humble 

} Ill-Gotten Gains 
URZA'S SHGH Bedi 

$325 $250 $145 


: Jagged Lightning 
? Kam, Silver Golem 
: Lay Waste 

: Lifeline 

> Lightning Dragon 
 Lilting Refrain 

: Lingering Mirage 
= Lotus Blossom 

? Lurking Evil 

: Mana Leech 

: Meltdown 

= Metrognome 

: Midsummer Revel 
: Mishra’s Helix 

: Mobile Fort 

= Monk Idealist 

$ Morphling 

: No Rest for the Wicked 
: Noetic Scales 

= Okk 

= Opal Acrolith 

: Opal Archangel 

: Opal Titan 

} Oppression 

: Order of Yawgmoth 
: Outmaneuver 

= Parasitic Bond 
Pariah 

: Peregrine Drake 

+ Persecute 

$ Phyrexian Colossus 
} Phyrexian Processor 
050 : 
: Pit Trap 

: Planar Birth 
} Planar Void 
: Presence of the Master 
3 Priest of Gix 

= Priest of Titania 
3 Purging Scythe 
: Rain of Filth 

> Rain of Salt 

? Recantation 


Item 


Intrepid Hero 


Phyrexian Tower 
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0.13 
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0.25 


0.50 


0.02 


RH BH NRON HRY H KR EN EN WS HBB ONNAENDNDH WH BENNY HH N WH HEE OWHNN WH BENNY HH BON BH NN EN HBB WON HE BNM BH BONN H WB WENDY NO SHB HHH BBN WH HHO 


BESSRSBSSSSESSSE8 


> Item 


High Med 


2 Reclusive Wight U 150 1.00 050 1 

: Redeem U 150 1.00 050 1 

: Remembrance R 600 400 300 2 

? Reprocess R 600 400 300 3 

: Retaliation U 750 100 050 1 

: Rewind C O50 020 005 0 

> RoP: Artifacts U 206 1.00 050 2 

? RoP: Black C 050 015 005 1 

: RoP: Lands R 400 300 100 0 

: RoP: Red C 200 015 005 1 

= Rumbling Crescendo R 595 4.00 1.00 0 ; 
? Sanctum Guardian U | 150 098 035 1 003 : 
: Sandbar Serpent U 160 1.00 035 1 

= Sanguine Guard U 200 100 050 1 

: Scald U 200 100 050 1 3 
: Scoria Wurm R 600 325 200 2 025: 
= Seasoned Marshal U 180 100 050 1 001 
Serra Avatar R 1600 1200 475 5 

} Serra’s Embrace U 200 1.00 050 1 

3 Serra’s Hymn U 150 1.00 050 1 

: Serra’s Liturgy R 500 400 200 2 

$ Serra's Sanctum R 800 500 300 2 

= Shimmering Barrier U | 150 098 035 1 0.03 
: Shiv’s Embrace U 200 100 050 1 

: Shivan Gorge R 700 500 300 2 

4 Shivan Hellkite R 00 700 300 3 003 
3 Shivan Raptor U 200 100 050 1 

: Show and Tell R 800 500 300 4 

: Skirge Familiar U 750 1.00 050 1 

? Sleeper Agent R 550 398 200 2 002 
: Smokestack R 600 500 300 4 

: Sneak Attack R 1200 700 400 4 

+ Somnophore R 600 400 250 2 

? Songstitcher U 160 1.00 050 1 00 
= Soul Sculptor R 600 400 250 2 

? Spined Fluke U 200 100 050 1 

: Sporogenesis R 600 300 200 2 

? Spreading Algae U > 150 1.00 035 1 

: Steam Blast UU 200 1.00 050 1 

? Stern Proctor U 150 1.00 050 1 

? Stroke of Genius R 1800 1000 700 5 

: Sulfuric Vapors R 600 348 200 2 048 
: Sunder R 750 449 300 4 025 
: Tainted Ather R 600 400 200 2 

} Telepathy U 150 100 050 1 

: Temporal Aperture R 700 4.25 300 3 0.25 
: Thran Quarry R 1300 800 500 5 

} Thran Turbine U = 150 100 050 1 

} Thundering Giant U 750 1.00 O50 1 

2 Time Spiral R 20,00 1400 500 5 

} Titania's Boon U 150 1.00 050 1 

} Titania's Chosen U 200 100 050 1 

} Tolarian Academy R 1200 700 400 5 

+ Torch Song U 200 100 0501 

: Treefolk Seedlings U 150 1.00 035 1 

} Tumabout U 200 100 050 1 

> Umbilicus R 500 400 200 2 

> Urza's Armor U 150 100 050 1 

: Vampiric Embrace U 200 100 O50 1 

? Vebulid R 449 300 200 2 

= Veiled Apparition U 750 100 050 1 

= Veiled Crocodile R 500 300 200 3 

= Veiled Sentry U 200 1.00 O50 1 

? Vernal Bloom R | $00 400 250 2 

= Viashino Sandswimmer R §.00 3.00 200 2 

> Victimize U) 200 1.00 050 1 

= Vile Requiem U 200 100 050 1 

} Voice of Grace U 150 100 050 1 

? Voice of Law U 150 100 050 1 

: Voltaic Key U 200 100 050 1 

= Vug Lizard U 160 100 050 1 

= Wall of Junk U 200 1.00 050 1 

: War Dance U 150 100 050 1 

: Waylay U 150 1.00 050 1 

} Western Paladin R 500 400 300 2 

: Whetstone R 600 400 200 2 

+ Whirlwind R $00 400 200 2 

: Wildfire R 550 400 300 2 

? Windfall U 200 1.00 025 1 i 
: Wirecat U 750 098 035 1 003 : 
+ Witch Engine R 500 398 200 2 0.02 
+ Worn Powerstone U 200 100 050 1 

} Worship R 900 600 300 4 

: Yawgmoth's Edict U 200 100 050 1 

+ Yawgmoth's Will R 1000 500 300 3 

i Zephid R 600 400 200 3 

: Zephid’s Embrace  U 200 1.00 050 1 

m URZA'S LEGHCY §& 
} Complete Set $50 $120 $75 3 3 
: Booster Display 9 8 85 4 

+ Booster Pack 799 «#299 269 1 

? Typical Common 025 015 010 0 

? Angel's Trumpet U $150 $1.00 $050 1 

: Anthroplasm R 700 400 300 2 
Archivist R 600 500 100 4 

? Avalanche Riders U* 300 1.00 080 1 

: Beast of Burden R 600 500 300 2 

? Blessed Reversal R 600 400 250 2 

: Bloated Toad U 750 1.00 050 1 

: Bone Shredder U 200 100 050 1 

: Brink of Madness R 650 400 300 2 

> Crawlspace R600 4.00 300 2 


: Item 


} Damping Engine R 
: Darkwatch Elves U 
> Defense Grid R 
? Defense of the Heart R 
: Delusions of Mediocrity R 
: Deranged Hermit 
= Engineered Plague 
? Eviscerator 

: Faerie Conclave 
: Fleeting Image 

= Fog of Gnats 


} Frantic Search 
= Gang of Elk 
} Ghitu Encampment 


: Ghitu War Cry 

: Goblin Medics 

} Goblin Welder 

: Grim Monolith 

: Harmonic Convergence 
: Hidden Gibbons 

? Hope and Glory 

? Impending Disaster 
: Intervene 

? Iron Maiden 

? Jhoira’s Toolbox 

: Karmic Guide 

3 King Crab 

2 Knighthood 

: Last-Ditch Effort 
Lava Axe 

3 Levitation 

? Lone Wolf 

: Lurking Skirge 

: Martyr's Cause 

: Memory Jar 

} Might of Oaks 

: Miscalculation 

: Molten Hydra 

: Mother of Runes 
? Multani’s Acolyte 
: Multani’s Presence 
= Multani, Maro-Sorcerer 
? No Mercy 

: Opal Avenger 

: Opportunity 

> Ostracize 

} Palinchron 

3 Parch 

: Peace and Quiet 
= Phyrexian Defiler 
= Phyrexian Plaguelord 
: Phyrexian Reclamation 
= Plague Beetle 

: Planar Collapse 

: Purify 

: Pyromancy 

+ Quicksilver Amulet 
} Rack and Ruin 

: Radiant’s Dragoons 
: Radiant, Archangel 
$ Rancor 

$ Rank and File 

+ Raven Familiar 

3 Rebuild 

+ Repopulate 
Ring of Gix 

2 Rivalry 

: Scrapheap 

: Second Chance 

: Shivan Phoenix 

: Simian Grunts 

= Spawning Pool 

2 Subversion 

? Sustainer of the Realm 
: Tethered Skirge 

: Thran Lens 

} Thran War Machine 


: Ticking Gnomes 
> Tinker 

? Treacherous Link 
: Treetop Village 

: Urza's Blueprints 
3 Viashino Cutthroat 
2 Viashino Heretic 


: Wing Snare 


? Blessed Reversal 


Forbidding Watchtower 


Ghitu Fire-Eater 


Thran Weaponry 
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? Walking Sponge 1,50 
Weatherseed Elf 0.50 
Weatherseed Treefolk 8.00 

> Wheel of Torture §.00 

2.00 


075 
3.00 
0.50 
0.50 
0.50 
0.10 
3.00 
2.00 
0.50 
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: Complete Set $2,200 $1,900 $1,500 5 
? Typical Common 600 300 200 3 
2 Angel’s Trumpet U $1000 $750 $500 5 
: Anthroplasm R 2700 1650 1000 5 
? Archivist R 2200 16.00 1000 5 
: Avalanche Riders U 1508 1000 500 5 
: Beast of Burden R 9000 16.00 1200 5 

R 2008 1500 1000 5 


0.25 


0.37 
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Item 


Bloated Toad 
Bone Shredder 
Brink of Madness 
Crawlspace 
Damping Engine 
Darkwatch Elves 
Defense Grid 
Defense of the Heart R 
Delusions of Mediocrity R 
Deranged Hermit R 
Engineered Plague 
Eviscerator 

Faerie Conclave 
Fleeting Image 
Forbidding Watchtower 
Frantic Search 

Gang of Elk 

Ghitu Encampment 
Ghitu Fire-Eater 

Ghitu Slinger 

Ghitu War Cry 

Goblin Welder 

Grim Monolith 
Harmonic Convergence 
Hidden Gibbons 

Hope and Glory 
Impending Disaster 
Iron Maiden 

Jhoira’s Toolbox 
Karmic Guide 

King Crab 

Knighthood 

Last-Ditch Effort 
Levitation 

Lone Wolf 

Lurking Skirge 
Martyr's Cause 
Memory Jar 

Might of Oaks 
Miscalculation 

Molten Hydra 

Mother of Runes 
Multani's Acolyte 
Multani’s Presence 
Multani, Maro-Sorcerer 
No Mercy 

Opal Avenger 
Opportunity 

Palinchron 

Parch 

Peace and Quiet 
Phyrexian Defiler 
Phyrexian Plaguelord 
Phyrexian Reclamation 
Planar Collapse 


ee 


Quicksilver Amulet 
Rack and Ruin 
Radiant’s Dragoons 
Radiant, Archangel 
Rancor 

Rank and File 
Raven Familiar 
Rebuild 

Ring of Gix 

Rivalry 

Scrapheap 

Second Chance 
Shivan Phoenix 
Simian Grunts 
Spawning Pool 
Subversion 
Sustainer of the Realm 
Tethered Skirge 
Thran Lens 

Thran War Machine 
Thran Weaponry 
Ticking Gnomes 
Tinker 

Treacherous Link 
Treetop Village 
Urza's Blueprints 
Viashino Cutthroat 
Viashino Heretic 
Walking Sponge 
Weatherseed Treefolk 
Wheel of Torture 
Wing Snare 
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Complete Set $150 $108 
Booster Pack 299 2.99 
Booster Display 9 85 
Typical Common 025 0.15 
Academy Rector R | $700 $4.00 
Ather Sting U =) 450 = 1.00 
Ancient Silverback R | BOO 5.00 
Apprentice Necromancer R $00 5.00 
Archery Training U 100 1.00 
Attrition R > 600 4.99 
Aura Thief R 700 4.99 
Blizzard Elemental R 800 4.00 


High Med Lo 
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> Item 


URZA'S DESTINYE 


= Bloodshot Cyclops © R 4.00 300 3 
: Body Snatcher R 399 250 3 
= Braidwood Cup U 100 050 1 
r Braidwood Sextant U 1.00 030 1 
2 Brass Secretary U 100 049 1 
: Brine Seer U 1.00 0.50 2 
: Bubbling Muck C 015 010 0 
2 Caltrops U 100 075 1 
: Camival of Souls R 4.00 250 3 
: Cinder Seer U 1.00 099 2 
3 Compost U 100 049 1 
: Covetous Dragon R 599 5.00 5 
: Disappear U 1.00 050 1 
= Donate R 4.00 300 3 
= Ehish Piper R 500 4.00 3 
+ Emperor Crocodile = R §.00 5.00 5 
 Encroach U 100 050 1 
: Eradicate U 200 1.00 0.74 2 
? Extruder U 400100 050 1 
: False Prophet R800 675 599 3 
: Fatigue C O50 015 010 0 
= Festering Wound U 1.00 050 1 
? Flame Jet C028 025 0.10 0 
: Flicker R 500 300 299 3 
: Fodder Cannon U 700 1.00 050 1 
= Gamekeeper U > 700 1.00 049 1 
: Goblin Berserker U) 400 100 050 1 
: Goblin Festival R 7800 300 225 3 
= Goblin Marshal R | 600 4.00 300 5 
? Heart Warden C050 0.19 0.10 0 
> Hulking Ogre C050 015 010 0 
+ Hunting Moa U 200 100 050 2 
= Impatience R 4.00 299 3 
2 Incendiary U 1.00 050 1 
= Iridescent Drake U 100 049 1 
> Ivy Seer U 1.00 050 2 

Jasmine Seer U 100 1.00 050 2 
3 Junk Diver R 600 4.00 250 3 
: Keldon Champion U = 200 1.00 050 1 
2 Landslide U 200 100 050 1 
Lurking Jackals =U | 200 1.00 0.50 1 
3 Mantis Engine U > 700 1.00 050 1 
= Master Healer R 500 400 300 3 
= Masticore R 800 350 299 3 
= Mental Discipline C O50 015 010 0 
> Metalworker R 600 449 300 4 
: Metathran Elite U 408 100 050 1 
Momentum U 100 100 050 1 
? Nightshade Seer =» «Us 4.00 «1.00 050 2 
: Opalescence R 600 400 300 5 
= Opposition R 525 500 399 3 
3 Pattern of Rebirth R 600 500 400 3 
= Phyrexian Negator oR 600 449 300 4 
= Plague Dogs U = 708 100 050 1 
Plow Under R BiB 500 349 3 
= Powder Keg R 608 500 300 4 
: Private Research «= «Us 4.00 1.00 050 1 
2 Quash U 200 100 1.00 1 
> Rapid Decay R500 400 200 3 
2 Ravenous Rats C850 015 (010 0 
} Rayne,Academy ChancelorR BOG 5.00 350 4 
= Reckless Abandon C 80 0.25 010 0 
= Repercussion R $00 4.00 250 3 
3 Replenish R 800 4.00 300 4 
3 Rescue C O50 015 010 0 
+ Rofellos, anowarEmissaryR 8.00 6.00 5.00 4 
: Sanctimony U | 200 100 050 1 
= Scent of Brine C O50 025 010 0 
3 Scent of Cinder C O50 025 010 0 
: Scour U 200 1.00 075 1 
? Serying Glass R600 4.00 295 3 
> Serra Advocate U 700 1.00 O50 1 
> Sigil of Sleep C O50 015 010 0 
: Skittering Horror C O50 015 010 0 
: Soul Feast U 100 1.00 050 1 
: Sowing Salt U > 200 1.00 050 2 
: Splinter U 200 1.00 07 2 
= Storage Matrix R800 500 300 4 
= Temporal Adept R700 500 300 3 
: Tethered Griffin R  5aS 5.00 300 4 
: Thieving Magpie U > 200 1.00 050 2 
= Thorn Elemental R800 600 495 5 
= Thran Dynamo U 7200 100 099 1 
> Thran Foundry U) 200 100 049 1 
: Thran Golem R | 600 500 450 4 
3 Treachery R /1000 500 350 4 
: Urza's Incubator R ) G50 500 300 3 
: Voice of Duty U 7100 100 050 1 
: Voice of Reason UP 200 100 050 1 
= Wake of Destruction R | W000 6.00 400 4 

Wall of Glare C O50 019 010 0 

Yavimaya Elder C O50 015 010 0 
= Yavimaya Enchantress U | 700 1.00 0.74 1 
2 Yavimaya Hollow R600 500 400 4 
> Yawgmoth's Bargain R 7200 800 600 5 


= Academy Rector R 
3 Ather Sting Us 
} Ancient Silverback 


u 


Zrii OSes 
: Ol Sue Se T 
= Complete Set 

: Typical Common 


i Archery Training 
2 Attrition 


= Rapid Decay 

: Ravenous Rats 

: Reckless Abandon 
: Reliquary Monk 
: Repercussion 

3 Replenish 

: Rescue 

+ Rofellos's Gift 


U 
3 R 
? Aura Thief R 
: Blizzard Elemental R 
} Bloodshot Cyclops == R 
: Body Snatcher R 
: Braidwood Cup U 
= Braidwood Sextant U 
: Brass Secretary U 
: Brine Seer U 
: Bubbling Beebles C 
: Bubbling Muck C 
 Caltrops U 
: Capashen Knight C 
: Capashen Standard  C 
= Capashen Templar = C 
> Camival of Souls R 
: Chime of Night Cc 
> Cinder Seer U 
? Colos Yearling c 
: Compost U 
= Covetous Dragon R 
= Disappear U1 
2 Disease Carriers c 
: Donate R 
> Dying Wail C 
> Elvish Lookout C 
} Elvish Piper R 
: Emperor Crocodile  R 
= Eneroach U 
> Eradicate U 
? Extruder U 
: False Prophet R 
: Fatigue Cc 
} Fend Off C 
: Festering Wound U 
: Field Surgeon C 
= Flame Jet C 
? Fledgling Osprey c 
Flicker R 
: Fodder Cannon U 
: Gamekeeper U 
? Goblin Berserker U 
2 Goblin Festival R 
: Goblin Gardener Cc 
= Goblin Marshal 
? Goblin Masons 
? Goliath Beetle 
: Heart Warden 
3 Hulking Ogre 
: Hunting Moa 


= Junk Diver 

: Keldon Champion 
: Keldon Vandals 

: Kingfisher 

} Landslide 

+ Lurking Jackals 
3 Magnify 

? Mantis Engine 

2 Mark of Fury 

: Marker Beetles 

? Mask of Law and Grace 
2 Master Healer 

: Masticore 

: Mental Discipline 
3 Metalworker 

3 Metathran Elite 

: Metathran Soldier 
; Momentum 

: Multani’s Decree 
2 Nightshade Seer 
: Opalescence 

> Opposition 

: Patter of Rebirth 
: Phyrexian Monitor 
: Phyrexian Negator 
: Plague Dogs 

= Plated Spider 

= Plow Under 


U 
Cc 
U 
Cc 
Cc 
c 
R 
R 
Cc 
R 
U 
Cc 
U 
Cc 
U 
R 
R 
R 
Cc 
R 
U 
Cc 
R 
R 
U 
U 
R 
C 
R 
c 
Cc 
R 
R 
Cc 
Cc 


? Sanctimony U 
: Scent of Brine Cc 
: Scent of Cinder C 
: Scent of Ivy C 
= Scent of Jasmine 

c 


Scent of Nightshade 
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: Item 


: Scour 

= Serying Glass 

? Serra Advocate 

: Sigil of Sleep 

: Skittering Horror 

2 Slinking Skirge 

2 Solidarity 

: Soul Feast 

= Sowing Salt 

2 Splinter 

: Squirming Mass 

+ Storage Matrix 

3 Taunting Elf 

3 Telepathic Spies 

: Temporal Adept 

: Tethered Griffin 

= Thieving Magpie 

? Thom Elemental 

: Thran Dynamo 

: Thran Foundry 

? Thran Golem 

: Tormented Angel 
+ Treachery 

> Trumpet Blast 

} Twisted Experiment 
: Urza's Incubator 

: Voice of Duty 

: Voice of Reason 

: Wake of Destruction 
: Wall of Glare 

: Wild Colos 

> Yavimaya Elder 

2 Yavimaya Enchantress 
: Yavimaya Hollow 
: Yawgmoth’s Bargain 


7.) PROMOTIONAL 
; CARDS 
? Arena September 1994 

$800 $5.00 $375 2 


3 Arena 
? Sewers of Estark 70 500 250 1 


High Med Low TR + 


SElGccleceteccec’ 
: 


19.99 
22.95 


nwennanmecawnanoncexennoonnsccennntes 
= 
s 

A RIL YET OSE EER ES EGE 


Bédcccbeseeckeked 


? Shattered Chains February 1995 
2 Giant Badger $800 $500 $375 1 
: Final Sacrifice April 1995 

} Mana Crypt $25.00 $18.00 $1000 3 


? DragonCon July 1984 / Quelist #3 October 1994 / Duelist 
: Companion (3 per) #4 Nevember 1994. 
= Nalathni Dragon $8.00 $5.00 $3.00 2 


: Whispering Woods January 1995 
? Windseeker Centaur $800 $5.00 $400 1 


i Arena Alternative Art Cards 
? Counterspell $15.00 $10.00 $2.00 
: 500 4.00 200 


? Incinerate 
: Disenchant 
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Check out the 


coming soon to 
duelistmagazine.com 


and in every issue of the 
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Troll Ath Toad UAC. 2s eri roe, xen ay 


An Antiquities Vault Company 


Phone: 1 


, Keavy KY 40737 USA 


1-606-878-2936 10a.m. - 


- 10p.m. 


Fax: 1-606-878-9061 ¢ E-mail: prices @aqvault.com 


Magic ¢ Middle Earth ¢ Star Wars ¢ Star Trek * Rage 
X-Files ¢ Highlander Promos ¢ Legend of 5 Rings ° etc. 


5 Edition 
Armageddon $7.00 
Brushland $5.00 
Earthquake $5.00 
Howling Mine $5.00 
Lord of the Pit $3.00 
Stasis $3.00 
Sulfurous Springs $5.00 
Sylvan Library $4.50 
Wrath of God $8.00 

Additions 
Arena $5.00 
Dirtcow! Wurm Prerls$10.00 
Disenchant $25.00 
Fireball $15.00 
Forest - ARENA $8.00 
Giant Badger $6.00 
Incinerate $12.00 
Island — ARENA $6.00 
Lightning Dragon Prerls $25.00 
Mana Crypt $12.00 
Mountain- ARENA $6.00 
Nalathni Dragon $3.00 
Plain - ARENA $6.00 
Swamp — ARENA $8.00 
Windseeker Centaur $4.00 

Alliances 
Dystopia $3.00 
Helm Of Obedience $5.00 
Ivory Gargoyle $2.00 
Kaysa $3.00 
Krovikan Horror $2.00 
Lodestone Bauble $3.00 
Lord of Tresserhorn $3.00 
Storm Cauldron $3.00 

Antiquites 
Ivory Tower $4.00 
Millstone $4.00 
Power Artifact $3.00 
Su-Chi $3.00 
The Rack $3.00 
Urza's Avenger $3.00 

Arabian 
Abu Jafar $1.50 
Ali Baba $2.00 
Army Of Allah $3.00 
Cyclone $2.00 
Desert $2.00 
Flying Men $4.00 
Kird Ape $2.50 
Rukh Egg $10.00 
Stone-Throwing Devils $3.50 

Boxes 


4th Ed Jap Starters $139.00 
Sth Edition Booster $65.00 
Sth Edition Starters $69,00 
6th Ed Classic Booster $65.95 
6th Ed Classic Starters $66.95 
Battletech Ltd Starters $80.00 


Exodus Booster $65.00 
Fallen Empire $45.00 
Ice Age Starter $69.00 
Pokemon 2nd Ed Bstr CALL 
Pokemon 2 Ed Precon CALL 
Pokemon- Jungle CALL 
Pokemon Jap Bstr Box $315.00 
Stronghold $69.00 
SW Young Jedi Bstr $56.00 
SW Sp Ed Bster $48.00 
Tempest Booster $69.00 
Unglued Booster $35.00 
Urza’s Destiny Bstr $68.95 


Urza’s Saga Booster $63.50 
Urza’s Legacy Bstr $59.95 


Weatherlight $49.00 
Chronicles 
Arcades Sabboth $3.00 
Blood Moon $1.50 
Chromium $3.00 


Dakkon Blackblade 
Erhnam Djinn 


$2.50 
$3.00 


Vi 


WANT TO SELL US CARDS? 


Fax: 1-606-878-9061 * E-mail: sec@aqvault.com 


or send an e-mail for our newest buylist to: buylist@aqvault.com 


Hell’s Caretaker $2.00 


Sol’kanar, Swamp King $2.50 
Dark 

Amnesia $4.00 

Elves Of Deep Shadow $2.00 

Frankenstein’s Monster $3.00 


Hidden Path $3.00 
Preacher $10.00 
Skull Of Orm $3.00 
Exodus 
Convalescence $2.00 
Dominating Licid $5.00 
Equilibrium $3.00 
Fighting Chance $3.00 
Limited Resources $3.00 
Manabond $4.00 
Mind Over Matter $6.50 
Mindless Automaton $3.00 
Null Brooch $4.00 
Oath Of Druids $8.00 
Oath Of Lieges $3.00 
Oath Of Scholars $3.00 
Ogre Shaman $3.00 
Price Of Progress $3.00 
Recurring Nightmare $10.00 
Seismic Assault $5.00 
Sphere Of Resistance $4.00 
Spike Weaver $7.00 
Ice Age 
Blinking Spirit $4.00 
Brushland $4.00 
Deflection $4.00 
Enduring Renewal $4.00 
Icy Manipulator $4.50 
Jester’s Cap $10.00 
Jester’s Mask $2.00 
Jokulhaups $4.00 
Karplusan Forest $5.00 
Lhurgoyf $5.00 
Minion of Leshrac $2.50 
Necropotence $7.00 
Pox $6,00 
Seraph $3,00 
Stormbind $3.00 
Sulfurous Springs $4.00 
Underground River — $5.00 
Zuran Orb $3.00 
Legends 
Arena of the Ancients $2.00 
Chain Lightning $3.00 
Cosmic Horror $3.00 
Darkness $1.50 
Greed $3.00 
Hammerheim $2.50 
Jovial Evil $10.00 
Karakas $2.00 
Kismet $1.50 
Kobold Drill Sergeant $3.00 
Kobold Taskmaster — $4.00 
Land Tax $4.00 
Nova Pentacle $5.00 
Presence Of The Master $2.00 
Relic Barrier $4.00 
Spirit Link $3.00 
Sylvan Library $9.00 
Urborg $3.00 
Mana Drain $24.00 
Nether Void $22.00 
Underworld Dreams $9.00 
Mirage 
Amber Prison $3.00 
Ashen Powder $1.50 
Asmira, Holy Avenger $2.00 
Brushwagg $1.50 
Canopy Dragon $3.00 
Celestial Dawn $3.00 
Circle of Despair $2.00 
Dissipate $3.00 
Final Fortune $3.00 
Forsaken Wastes $3.00 
Frenetic Efreet $5.00 


Lion’s Eye Diamond — $3.00 


Mangara’s Tome $2.00 
Maro $5.50 
Miser’s Cage $2.00 
Mist Dragon $4.00 
Paupers’ Cage $3.00 
Pearl Dragon $3.00 
Political Trickery $2.00 
Reckless Embermage $2.50 
Sacred Mesa $5.00 
Shallow Grave $3.00 
Shimmer $2.00 
Subterranean Spirit — $2.00 
Uktabi Wildcats $2.50 
Volcanic Dragon $5.00 
Zirilan of the Claw — $3.00 


Zuberi, Golden Feather $3.00 
Packs 

4th Ed-Korean BB Bstr $3.00 

4th Ed-Spanish BB Bstr $4.50 


4th Edition Booster — $3.75 
5th Edition Booster — $2.00 
6th Edition Booster $2.00 
6th Edition Starter $7.00 
Alliances $3.75 
Antiquities $18.00 
Arabian Nights $89.00 
Beta Booster $113.00 
Dark $7.00 
Exodus Booster $2.00 
Fallen Empire $1.00 
Homelands $1.25 
Ice Age Starter $7.00 
Mirage Booster $2.00 
Mirage Starter $6.00 


Pokemon 2nd Print Bstr Call 
Pokemon Jap Basic Bstr $8.95 
Pokemon Jap Jungle Bstr $8.95 
Pokemon Jap Rocket Bstr $8.95 
Pokemon Jap Fossil Bstr $8.85 
Pokemon Jap Gym Bstr $8.95 
Renaissance - French $2.00 


Renaissance - Italian $2.00 
Revised Booster $9.50 
SW Young Jedi Bstr $2.50 
SW Young Jedi Starter $8.00 
SW Ltd Bstr (BB) $4.75 
SW Ltd Starter(BB) $7.00 


SW Enhanced Prem $10.00 


Stronghold Booster $2.00 
Tempest Booster $2.50 
Unglued $1.00 


Urza’s Legacy Booster $2.00 
Urza’s Saga Booster $2.00 
Visions $3.25 
Pokemon Ist printing 
Call !!!! 
Pokemon 2st printing 


Alakazam $16.00 
Blastoise $16.00 
Chansey $15.00 
Charizard $42.00 
Clefairy $10.00 
Gyarados $12.00 
Hitmonchan $12.00 
Machamp $12.00 
Magneton $10.00 
Mewtwo $10.00 
Nidoking $12.00 
Ninetales $12.00 
Poliwrath $12.00 
Raichu $12.00 
Venusaur $16.00 
Zapdos $14.00 


Pokemon Jungle 
Call 11! 
Pokemon Japanese Singles 
Call 11! 


Revised 
Armageddon 
Bayou 


$10.00 
$15.00 


Payment: Diner’s Club, Amer, Exp, Visa, MC, Discvr, Optima, check or money order in US $ drawn on US bank, 
cash [US §, at your own risk], no CODs. Shipping Costs: FedEx 3 day [batch of 100 or less cards] continental 
USA $6 For orders up to $500.Orders over $500 Pays .50 per $100 for insurance. FedEx Guarantees 3 day service 
not Troll and Toad, APO/FPO/Hawaii/PR/Canada/HI/Guam/Mexico $8, Other countries: $CALL These shipping 
prices are an estimate, call for exact shipping prices to your city. 
E-mail to Specials@aqvault.com for current non-listed specials. 


Bar: 


Braingeyser $5.00 
Clone $3.00 
Copy Artifact $5.00 
Demonic Tutor $4,00 
Juggernaut $2.00 
Rock Hydra $3.00 
Savannah $15.00 
Sol Ring $4.00 
Taiga $15.00 
Tropical Island $15.00 


Vesuvan Doppelganger $12.00 


Veteran Bodyguard $2.50 
Revised/4th 
Armageddon $7.00 
Bad Moon $6.00 
Balance $2.25 
Cockatrice $2.00 
Colossus of Sardia $2.00 
Control Magic $1.50 
Crusade $6.00 
Earthquake $4.00 
Elvish Archers $3.00 
Force Of Nature $4.00 
Hypnotic Specter $2.50 
Mahamoti Djinn $5.00 
Mana Vault $3.00 
Millstone $3.00 
Nevinyrral’s Disk $8.00 
Nightmare $3.50 
Reverse Damage $2.50 
Royal Assassin $7.00 
Sengir Vampire $2.50 
Stasis $2.50 
Strip Mine $3.00 
Sylvan Library $3.50 
Time Elemental $2.50 
Will-O-The-Wisp $3.00 
Winter Orb $4.00 
Wrath Of God $8.00 
Stronghold 
Amok $2.00 
Awakening $3.00 
Cardassid $2.00 
Ensnaring Bridge $3.00 
Flowstone Mauler $3.00 
Hermit Druid $2.50 
Hidden Retreat $3.00 
Horn Of Greed $3.00 
Intruder Alarm $3.00 
Invasion Plans $3.00 
Jinxed Ring $3.00 
Mindwarper $2.00 
Mogg Infestation $3.00 
Portcullis $5.00 
Pursuit Of Knowledge $5.00 
Revenant $3.00 
Rolling Stones $3.00 
Ruination $3.00 
Sacred Ground $3.00 
Shaman en-Kor $3.00 
Spike Feeder $2.00 
Spitting Hydra $2.00 
Thalakos Deceiver $3.00 
Verdant Touch $3.00 
Volrath’s Gardens $3.00 


Volrath’s Shapeshifter $3.00 
Volrath’s Stronghold $10.00 


Warrior Angel $4.00 
Tempest 
Altar Of Dementia $4.00 
Aluren $4.00 
Apocalypse $2.00 
Auratog $1.50 
Avenging Angel $2.50 
Bellowing Fiend $2.00 
Benthic Behemoth $3.00 
Booby Trap $3.00 
Bounty Hunter $2.00 
Caldera Lake $3.00 
Canyon Drake $1.50 
Carrionette $1.50 


Cold Storage $1.50 
Cmndr Greven Il-vee $6.00 
Corpse Dance $6.00 
Dirtcowl Wurm $3.00 
Dismiss $2.00 
Dracoplasm $2.75 
Dregs Of Sorrow $3.00 
Duplicity $2.00 
Earthcraft $4.00 
Eladamri’s Vineyard $8.00 


Eladamri,Lord OfLeaves $5.00 


Emerald Medallion —_ $3.50 
Escaped Shapeshifter $3.00 
Extinction $2.50 
Field Of Souls $1.50 
Gerrard’s Battle Cry $3.00 
Grindstone $6.00 
Hanna’s Custody $2.00 
Heartwood Giant $2.00 
Helm Of Possession $3.00 
Humility $5.00 
Jet Medallion $4.00 
Jinxed Idol $3.00 
Kezzerdrix $2.00 
Living Death $10.00 
Magmasaur $2.00 
Mana Severance $2.00 
Marble Titan $3.00 
Mawcor $2.00 
Meditate $4.50 
Mongrel Pack $2.00 
Orim, Samite Healer $3.00 
Pearl Medallion $3.50 
Pine Barrens $3.00 
Propaganda $2.50 
Rathi Dragon $9.00 
Recycle $3.00 
Root Maze $3.00 
Ruby Medallion $4.00 
Sacred Guide $2.00 
Salt Flats $3.00 
Sapphire Medallion $6.00 
Scabland $3.00 
Scalding Tongs $4.00 
Scorched Earth $3.00 
Scroll Rack $5.00 
Shocker $3.00 
Skyshroud Forest $3.00 
Soltari Emissary $3.00 
Spirit Mirror $3.50 
Starke Of Rath $3.00 
Static Orb $3.00 
Thumbscrews $2.00 
Time Warp $8.00 
Unstable Shapeshifter $2.50 
Vhati Il-dal $3.00 
Whim Of Volrath $2.00 
Winds Of Rath $5.00 
Urza’s Legacy 
Grim Monolith $7.00 
Hidden Gibbons $6.00 
Palinchron $9.00 
Quicksilver Amulet — $8.00 
Shivan Phoenix $9.00 
Weatherseed Treefolk $8.00 
Wheel Of Torture $6.00 
Urza’s Saga 
Abundance $7.00 
Catastrophe $6.00 
Citanul Centaurs $8.00 
Citanul Hierophants $4.00 
Contamination $3.00 
Darkest Hour $3.00 
Energy Field $7.00 
Fault Line $4.00 
Fluctuator $5.00 
Gamble $5.00 
Intrepid Hero $4.00 
Lurking Evil $3.00 
Midsummer Revel $3.00 
Opal Archangel $5.00 
—I 


Shivan Gorge $3.00 
Smokestack $6.00 
Soul Sculptor $3.00 
Stroke of Genius $17.00 
Sunder $6.00 
Tainted ‘ther $3.00 
Time Spiral $17.00 
Tolarian Academy $7.00 
Visions 
Aku Djinn $2.00 
Breathstealer’s Crypt $1.50 
Chronatog $2.00 
City Of Solitude $5.00 
Desertion $2.00 
Diamond Kaleidoscope $2.00 
Elkin Lair $2.00 
Forbidden Ritual $3.00 
Griffin Canyon $5.00 
Guiding Spirit $2.00 
Kaervek’s Spite $3.00 
Kookus $2.00 
Nekrataal $3.00 
|. Quirion Druid $2.00 
Rainbow Efreet $3.00 
Relentless Assault $6.00 
Rowen $3.00 
Sands of Time $2.00 
Snake Basket $6.00 
Teferi’s Puzzle Box $2.00 
Undiscovered Paradise $12.00 
Viashivan Dragon $4.00 
Weatherlight 

Abeyance $7.00 
Aboroth $5.00 
Aether Flash $2.50 
Alabaster Dragon $5.00 
Avizoa $3.00 
Bosium Strip $2.50 
Bubble Matrix $2.00 
Call Of The Wild $2.00 
Dense Foliage $4.00 
Doomsday $2.50 
Dwarven Thaumaturgist $3.00 
Fervor $5.00 
Firestorm $5.00 
Fungus Elemental $3.00 
Gallowbraid $3.00 
Gemstone Mine $3.00 
Gerrard’s Wisdom $2.00 
Goblin Bomb $3.00 
Heat Stroke $2.00 
Infernal Tribute $5.00 


Liege Of The Hollows $2.00 


Lotus Vale $8.00 
Mana Web $3.00 
Maraxus Of Keld $3.00 
Mwonvuli Ooze $3.00 
Nature’s Resurgence $3.00 
Null Rod $3.00 
Paradigm Shift $3.00 
Peacekeeper $3.00 
Scorched Ruins $2.00 
Serenity $3.00 
Tariff $3.00 
Thundermare $4.50 
Tranquil Grove $3.00 
Urborg Justice $3.00 
Urborg Stalker $3.00 
Well Of Knowledge $3.00 
Winding Canyons $3.00 
Xanthic Statue $3.00 


All cards near-mint/mint 
condition 


All prices good until next Duelist is released. Quantities limited, but stock levels high at time ad was printed. 
Sales on packs or boxes final. 10-day full money back return guarantee on singles returned in same condition they 
were received. The 10 days starts from the day cards are received. Sale date is date payment is accepted. We 
reserve the right to refuse any sale or limit quantities. All prices in this ad subject to change without notice, but 
you won’t be charged more without your permission. Pre-orders on boxes final. Free singles catalog upon written 
request or with your paid order. Please specify Duelist Ad 41 when ordering from above prices. 
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MUCH A-DUELIST ABOUT NOTHING 


1) How many contributors appeared in 


every issue of the Due/ist? 


What was the original name of 
“Duelist Picks and Tricks”? 


Which artists have done more than 
one Duelist cover? 


Other than me, name every editor- 
in-chief of the Duelist. 


What was the name of the Due/is?’s 
longtime dragon mascot? 


Which columnist avoided having 
his picture in the Duelist for more 
than a year? 


Name the only two Duelist covers that 


did not use art. 


What was the first game other than 
Magic featured on a Duelist cover? 


DUELIST 


SEPTEMBER 1999 


9) What was the longest-running non- 
puzzle Magic column in the Due/is#? 
(A column is a regular feature where the 
author's picture appears with the article.) 


1 0) What was the first card inserted in 
the Duelist? 


1 1) What did the Fallen Empires edition 
of the Duelist include? 


1 2) In an April Fool’s article, what card did 


we claim would be banned? 


1 3) What was Tom Wylie’s original rules 
column called? 


1 4) What artist did the Duwe/is¢ feature in 


the first artist interview? 


15) ti whet issue did the Gree aie Te 
Puzzling” appear? 


[, you can still look forward to more puzzles in 
the Wizards of the Coast Official Player's Guide to the Mercadian Masques expansion this October. Because 
this is our last chance to put a puzzle in the Duelist, we've given you a puzzle dedicated to the Duelist ztse/f. 
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Look Ma, No HAND 


[Published in Duelist #40, page 66] 
Sometimes even the toughest of 
problems requires only a simple 
solution. The key to solving this 
puzzle is avoiding the lure of inter- 
esting possibilities. The wild goose 
is Aura Thief, and you won't get 
very far by chasing it. 

1) Tap any four of your lands for 
mana and spend it as part of 
your Fodder|Cannon’s activa- 
tion cost. Tap the Canon and 
sacrifice Academy Rector to 
deal 4 damage to Woody’s 
Skittering Horror, destroying it. 
When you put Academy Rector 
into your graveyard, remove it 
from the game and get|/Mark of 
Fury from your library) Enchant 
Metathran Elite with Mark of 
Fury. Repercussion deals 4 
damage to Woody. Woody is at 
12 life. 

What you sacrifice is moye impor- 

tant than what/you destray. 

Dealing damage to the Skittering 

Horror means Repercussion deals 

damage to Woody. Sacrificing 

Academy Rector enables you to 

obtain an enchantment t@ make 

Metathran Elite unblockable. 

2) Tap Bloodshot Cyclops and sac- 
rifice it to activate its ability. 
Deal 4 damage to Woady’s 
Plated Spider, destroying it. 
Repercussion deals 4 damage to 
Woody. Woody-is now/at 8 life. 

Destroying the Spider removes the 

only creature that can block your 

Dragon. 

3) Attack with Metathran Elite 
(2/3) and Covetous Dragon 
(6/5), dealing 8 damage to 
Woody. Woody is at 0 life. 
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| | Jith the Young Jedi Collectible Card Game, you can 
carry the magic of Star Wars in your back pocket. 


The first expansion of the Young Jedi Collectible Card 
eg LecTIOLe CARD OF Game, titled Menace of Darth Maul, will be released in 
May 1999 and contains 130 game cards pl e special 
set of 18 super rare foil cards. Cards 
are distributed in starter decks of 6O 
and booster packs of 11. Starter 
decks are pre-constructed and contain 16 cards not found in the booster 
packs. Foil cards appear only in the booster packs. 


COLLECTIBLE CAHD GAME 


Two further expansions will be released in 1999, bringing 
the total number of cards to over HOO! 


Visit www.decipher.com for further information. 
DAE@GalePe HEAR 
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